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WE’RE NUMBER ONE! 


BLOW UP THE balloons! Unfurl the ribbons! Scatter the confetti so recklessly around the house that you'll be 
vacuuming up little bits for years to come! It’s time to celebrate, because at long last we've finally dethroned our 
eternal rivals on Patreon. 


Yes, we've taken down Knitty, the knitting magazine. 


Ever since we shifted our subscriptions over to Patreon at the beginning of 2016, we’ve been playing second- 
fiddle to Knitty, another magazine that got to that crowdfunding community first. (And | use the term 
"magazine" generously for good old Knitty, as they don’t have a print edition as far as | can tell. They’re an 
e-newsletter at best, let’s be real.) 


Anywho, they’ve been categorized as a magazine all this time, and all this time they’ve been able to boast a 
greater number of patrons than NF. But no longer! In the days leading up to this issue’s release, we surpassed 
their total and took their crown. Hurrah! Moving past Knitty’s numbers lets me now say this: We're officially the 
#1 most-supported magazine on Patreon! Thank you! 


This issue is also the 10th we've published since making the leap to patron-fueled funding, and we've got even 
greater plans in the works for future issues thanks to our continuous growth and new stretch goals being met! 
Make sure you check out the Patreon page every once in a while to stay up-to-date. We're #1! Woo!! — LUCAS 


Patreon.com/NintendoForce 
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INBOX 


ALLOW US TO 
INTRODUCE YOU 


So, do you know Samus? 

Almost immediately after E3 2017’s back-to- 
back announcements of Metroid Prime 4 and 
Metroid: Samus Returns, the thought occurred to 
me that you may not. Specifically that since some 
of our readers are young gamers, there’s a real 
possibility that those back-to-back announce- 
ments of two new Metroid titles were met with 
more of a "Huh?" than a "Hooray!" — after all, it's 
been seven years now since she was last cast as 
the lead character in a game (Other M), and 10 
years since she last headlined a game that most 
people actually liked (Prime 3). A decade is a long 
time! That's an entire new generation of 
Nintendo fans who've found their fandom 
through the adventures of Mario and Link and 
Pikachu, but probably not Samus Aran. 

Let's change that! Let's bring everyone up to 
speed. In this 29th edition of NF Magazine, we're 
shining the spotlight on Nintendo’s original 
leading lady and her epic sci-fi franchise that's 
just about to burst back into mainstream recog- 
nition with the arrival of Samus Returns. (A more 
appropriate subtitle there could not be.) We've 
prepared a complete History of Metroid retro- 
spective for you all, going back to the very begin- 
ning of the Metroid franchise and tracing each 
game that's been released since. That leads into 
our final preview of Samus Returns, speculation 
on what the future holds in Prime 4 and more 
Metroid-related content elsewhere, like our 
review of the Metroid: Rogue Dawn fan game. 
Here's hoping that through this issue of NF you'll 
have your memories of Metroid renewed . . . or 
you'll be introduced to the adventures of Samus 
Aran for the first time! 


pm 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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LETTERS 


Samus and I go way back. The first 
Christmas after my brother and I got an 
NES I was introduced to her oppres- 
sively solitary journey into the depths of 
Zebes and I never looked back! By that 
point I thought I had a firm grip on what 
video games had to offer, but the 
original Metroid’s ability to make you 
feel like the world’s greatest bounty 
hunter and a terrified survivalist at the 
same time was captivating. It was mys- 
terious and difficult, but also rewarding 
when you upgraded your moveset or 
found a hidden alcove with an inno- 
cently dropped bomb. It’s definitely one 
of those tentpole games that informed 
how | felt about the medium for years 
to come! — MATT MASON 


I'd say I'm pretty familiar with Samus. | 
turn 28 this month and grew up playing 
Super Metroid for SNES and then later 
Metroid Prime for GameCube. | recently 
played and beat Metroid on NES and 
Metorid ІІ оп Game Boy and they were а 
blast! - TONY PACHECO 


| grew up hearing rumors that the weird 
robot-like thing in Smash 64 was 
actually a person, and some even said 
that the person was a girl. As someone 
whose childhood console was the 
Nintendo 64, | didn’t learn much about 
Samus Aran growing up. | skipped 
Metroid Prime initially because it was a 
first-person shooter (I’ve disliked first- 
person shooters ever since), but got on 
board in 2007 with Metroid Prime 3 
because Nintendo Power gave it a 
10/10, and later fell in love with Super 
Metroid. | love the Metroid series to this 


In the wake of E3 2017, we sifted 
through all the major reveals and 
announcements while turning our 
attention to the very nature of 
reveals and announcements: the 
importance of the element of 
surprise. Unsurprisingly, we got a 
lot of great feedback! (Even the 
development team of Mario + 
Rabbids Kingdom Battle reached 
out with their thanks for putting 
their work on the cover. Nifty!) For 
our Player’s Poll questions, we 
looked ahead to this Metroid-led 
issue by asking you all how familiar 
you are with Samus Aran, which 
past Metroid game is your all-time 
favorite and whether or not you 
think the 3DS should keep getting 
big games or just go on and retire. 
Here’s what you had to say! 


day, and Samus’ Ellen Ripley-inspired 
character. — TYLER LANDMAN 
Having just Smash 64 as an intro to 
Samus must have been odd indeed! 


Samus’ last critically praised adventure, 
Metroid Prime 3, came out when | was 
only seven years old, so I’ve never 
beaten a Metroid game! | played a bit of 
the original Metroid on the NES Classic, 
but found it to be too hard and unintui- 
tive for a millennial like myself. | also 
played the original Metroid Prime on 
GameCube, and | was having a ton of 
fun up until all of my weapons were 
taken away from me. As the kids say, | 
got "salty," and gave up on it. With that 
said, I'm willing to give Metroid another 
shot with Metroid: Samus Returns. 
Hopefully this one will win me over! 

— JOSEPH STANICHAR 


In order for me to express my favorite 
Metroid game, | have to state the first 
and most controversial one | played: 
Metroid: Other M. | understand the beef 
with that one, but credit where credit is 
due, it got me HOOKED. And like any 
responsible and non-ignorant Nintendo 
Fan, | did my research, got my hands on 
other Metroid games and had an under- 
standably "animated" reaction to Prime 
4 and Samus Returns. 

They’re all good. But if you twisted 
my arm and made me choose, I'd have 
no choice but to say either Super 
Metroid or Metroid: Zero Mission. Both 
have excellent music, are dripping with 
effective atmosphere and overall nail 
the feeling of exploration in an isolated 
place. - NICOLAS CHARRON 


My all-time favorite Metroid game is Metroid: Zero 
Mission. It was the first Metroid game | ever played 
and it shaped how | viewed Samus as a character. It 
also shed some light on why she had a Zero Suit 
form in Super Smash Bros. Brawl. | had no idea until 
| played Zero Mission! ~ AVREM CAZAREZ 


For my favorite Metroid game, | have to say Metroid 
Fusion, since it's the most fun I’ve had with any 
game in the series, and the only one I've beaten. I've 
also played a decent amount of the first three 
Metroid games, but then the Switch came out and I 
got distracted from beating them. I'm currently 
playing Metroid 1 on my NES Classic though, and 
plan on playing Super Metroid after beating it. (I 
don't plan on going back to the Game Boy game — 
I'm just gonna get the remake of it on 3DS and play 
that). - QUENTIN ЕСК 

Whoa there, Quentin! Don't dismiss Metroid II on 
Game Boy so quickly. We cover it later in this 
issue, but I'll go ahead and say here that every 
Metroid fan should play the original source 
material that the new Samus Returns is based 
on, if only to have proper context for the remake 
on our cover! (Plus it's super cheap via 3DS VC.) 


My favorite Metroid game would probably be Zero 
Mission — it was practically a perfect game. 

— JORDAN WATERMAN 

We got lots more letters expressing this same 
sentiment. Zero Mission is rightly held in high 
regard! And as it's a more modern version of 
Samus' first adventure, going back to play it 
before you play Samus Returns' more modern 
take on Metroid II makes sense! 


While the 3DS must eventually make way for the 
Switch, I think Nintendo is right to continue support- 
ing it. I'm no expert, but I assume developing for the 
3DS is cheaper than developing for the Switch, and 
thanks to its large install base, game development, 


in theory, poses a smaller monetary risk. For con- 
sumers, Nintendo's continued support guarantees 
cheap, high-quality games, which is great for penny- 
pinchers. In the same vein as Sony's support for the 
PlayStation 2 during the PlayStation 3's life, 
Nintendo might benefit from championing the 3DS 
as a cheaper alternative to their premium, next- 
generation product! — OHMI YAMANE 


My thoughts are that Nintendo should keep making 
big 3DS games. | mean they made a New Nintendo 
2DS XL! A new 3DS system in the 3DS family! Maybe 
it's getting a little less attention than the Switch, but 
just a little. Go 3DS! — ZACHARY HARRIS 


| love the 3DS. | bought one the day they came out in 
2011 and I was at the end of my fifth grade year. 
Now I'm going into my senior year and Nintendo is 
still pushing the 3DS! So while there are plenty of 
great games on 3DS, I believe that all good things 
should come to an end. It's time for Nintendo to 
completely make the Switch. — JAKE PATE 

Wow, yeah. When you put it that way, it has been 
a very long time, hasn't it? There are going to be 
people who got the 3DS in elementary school and 
end up taking it to college with them, all the 
while with it as Nintendo's current, most 
modern dedicated handheld. Crazy! 


I'm all for 3DS receiving the support that it's 
getting — for now. At this point, | don't believe 
any of Nintendo's major teams are putting 
muscle behind the system. With Metroid being 
made by MercurySteam, Mario & Luigi from 
AlphaDream and the Kirby game by HAL, not 
to mention the recent Hey! Pikmin being 

from Arzest and Miitopia being localized 

from a 2016 game, | don't think its support 

is taking up Switch resources. It's only 

adding more frosting to what's been a delicious 
three-dimensional cake! - ADAM RENARD 


| wasn’t introduced to Samus until | played Super Smash Bros. 
Melee, and he (or at least | thought) was awesome from the 
start. | remember going through some of the game's trophies 
one day and | noticed that they called Samus "she." At first | 
thought this was a typo. Shortly afterward | mentioned that 
to an older friend, and he said, "No, she's a woman. She's from 
the game Metroid — that game was awesome." And my mind was 
blown. Now if someone asks me who my favorite video game character is, 
| say Samus. - MATTHEW FORREST 
It's a topic that's we've touched on before, but it bears repeating in 
this Samus-centric issue that Samus Aran was originally a man! Not 
really, of course, but that was the trick that Metroid 1's instruction 
manual played on players 30 years ago — using masculine pronouns to 
save the surprise of her real identity reveal for that game's credits! 
Samus Aran is indeed a woman inside that armor. Spoilers! раа 


DON’T ANGER 


THE OX 


Hey Ox, What’s the next dormant franchise 
Nintendo should bring back to Switch? — TONY 
*pulls out a list, adjusts glasses* | guess it 
depends on what you count as "dormant." 
F-Zero sure needs some love, but while it’s 
only been five years, I'd love to see something 
new done with the world of Kid Icarus. 

But that's only if a new StarTropics is off 
the table. 


In light of a new development team working on 
Metroid Prime 4, what do you think Retro Studios 
is doing? — IZZAK BECK 
Kid Icarus Prime? 

Or maybe a new StarTropics, hopefully. 


— but it seems their vacations are even harder! Pictured here is Chad 


Nintendo’s employees work incredibly har 
Concelmo, Nintendo of America’s Senior PR Manager. With E3 behind him, Chad set off for an extreme adventure 


to round out the rest of his summer: Reaching the summit of Mt. Kilimanjaro in Tanzania! It’s an extremely diffi- 
cult hike to get to the top, and Chad says it took him six days to do it — beyond all the time it took to travel from 


ace. As you can see, he succeeded in his quest, and even brought the 
Switch along for a photo op! Not gonna lie, I'm pretty jealous! I've wanted to take on Kilimanjaro myself for 
years, but now, if | ever do get to go, I'll have to bring along something like a Virtual Boy to one-up Мг. 
Concelmo! Have you taken your Nintendo Switch to any extreme destinations? If so, let us know! 


Los Angeles to eastern Africa in the first p 


THE PLAYER’S POLL 


Congratulations to Matthew Forrest, the winner of last issue’s Player’s Poll! 
Your new chance to win is below, and this time around we’re interested to 
know your thoughts on a few questions inspired by Mario’s upcoming Odyssey! 


Mario captures lots of different Mario also wears tons of Finally, please present your 
enemies in Odyssey. If you were different outfits in the thoughts on Mario’s love life. 
on the game development game. If you could, which Will he and Peach ever tie the 
team, which kind of foe would new look would you add knot? Is he a lifelong bachelor? 
you add for Mario to possess? to his wardrobe? Will Bowser actually marry her? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #29" — this time, one reader whose answers are picked 
for print will win a copy of Super Mario Odyssey! 


COMIC BREAK 


| METROID 
FUSION 15 POSSIBLY 
THE MOST INTENSE 
GAME I'VE EVER 
PLAYED. 


ІШ? NEVER 

EXPECTED A 20 

PLATFORMER ТО ЩЩ IT REALLY SUCKED ME INTO THE GAME'S 
ВЕ 50 SCARY. || STORY AND LEFT ME UNABLE TO SLEEP. 


BUT THE MOST 
TERRIFYING THING 
WAS THE 54-Х. 


I'U NEVER 


IT WAS РЕАР-ЕҮЕР RUN 50 FAST ІМ 


AND UNBEATABLE! A GAME IN ALL 
MY LIFE! 


I GOT 40 IT WASN'T 
SCARED I HAV UNTIL YEARS LATER 


TO STOP PLAYING. i THAT I TRIED 
PLAYING AGAIN. 


I LEARNED 
BY THEN TWO IMPORTANT 
I WAS OLDER, LESSONS THAT 


FIRST, JUST BECAUSE SOMETHING 
SEEMS SCARY, THAT DOESN'T 


MEAN IT'S IMPOSSIBLE. 
MORE CAPABLE, 


STRONGER. 


AFTER 
AN EXPLOSIVE У SECOND, THERE ARE 
FIGHT, THE SA-X NO PROBLEMS IN LIFE 
WAS DEFEATED. THAT CAN'T BE SOLVED 
BY ICE MISSILES! 


BY MATTHEW LOFFHAGEN 
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metroid2remake.blogspot.com 


AN Epic EPILOGUE FOR PROJECT AM2R 


The story of this labor of love has a happy ending after all! 


EXACTLY ONE YEAR ago, in NF 
Issue #23, we brought you all a review 
of an incredibly ambitious Metroid fan 
game called Project AM2R, also known 
as "Another Metroid 2 Remake." We 


also had the chance to interview the 
game's creator, Milton "DoctorM64" 
Guasti, and praise him for his work on 
the project. It was truly a superb 
remake of Metroid II: Return of Samus 


POWER CELL TEMPERATURE 


` 


ESO: E 


6-44 


8 ISSUE #29: REVENGE OF THE HUNTER 


— and it was truly unfortunate when, 
as we were going to press with that 
issue, Nintendo legally pulled the plug 
and Milton had to remove the game 
from public availability. At the time, 
some saw that action as mean-spirited 
— when Nintendo's own official 
remake of the same game debuted at 
this year's E3, though, we all put the 
pieces together and realized the Big N 
didn't want a fan game cannibalizing 
sales of their own Samus software. 

Nintendo was right to be worried, 
because AM2R was so sensational in 
its execution and embellishment of its 
source material that some fans may 
well have ignored Samus Returns in 
favor of playing Milton's work for free 
on PC. But, luckily, enough people 
took notice of the game's excellence 
before the legal shutdown that Milton 
has come out of the whole situation on 
top of the world! It's just recently been 
announced that he's been offered a 
job by Moon Studios, the studio 
responsible for Ori and the Blind 
Forest! 

If you're unfamiliar with Ori, it's 


probably because you're reading a 
Nintendo magazine and Ori was a PC 
and Xbox One exclusive back in 2015. 
But it, like AM2R, was incredibly well 
received. And it, like AM2R, was also a 
Metroidvania-style game! Now Milton 
is getting to work on its new sequel, 
Ori and the Will of the Wisps, being 
paid to bring some of his same magic 
at capturing the Metroid series' feel to 
a new adventure in the same genre. 

Congratulations, Milton! We're 
excited that everything worked out in 
the end! — LUCAS 


This unexpected and 
awesome resolution to 
AM2R’s removal has me 
re-evaluating fan game 
creation. | used to think 
hobbyists shouldn't 
touch copyrighted char- 
acters ... now, though, 
l'm wondering if that's 
the perfect way to build a 
résumé! — LUCAS 
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WANT A SWITCH IN JAPAN? 
Goop Luck! You're gonna need it. 


THE NINTENDO SWITCH is selling 
well... too well! Less than half a year 
after its worldwide launch last March, 
Nintendo’s new console/handheld 
hybrid has sold over 5,000,000 units 
around the globe. It just won’t stay on 
shelves! Shortages abound just about 
everywhere on Earth. 

The stock situation seems to be 
easing up a bit here in North America, 
as fans who want to buy a Switch can 
likely track one down without too 
much trouble, even if they’re still not 
instantly available at any given store 
on any given day. But we're the lucky 
ones! Back in Nintendo’s home country 
of Japan, the shortages are extreme. 

For months now, Japan’s retailers 
have seen lines of literally thousands 
of people stretch out their doors as 5 
hopeful customers queue up for just fortunate ifyou havea 
the chance to buy a Switch. Stores Switch already! 
there have turned to a lottery system, — LUCAS 
handing out numbered tickets to the 


thousands of fans and then only 
drawing a few hundred winning 
numbers. "Winning" meaning that 
those are the people allowed to pay 
money to the store to take home a 
Switch, of course. It’s madness! 
Hopefully these fans all get systems 
as soon as possible! — LUCAS 


Part of the trouble seems 
to be that component 
shortages are holding back 
manufacturing. Can't 
make Switches without 


the parts to assemble 
them! Consider yourself 


[2945]2987 2994] 
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THE BATTLE RAGES ON 
A third chance to be the very best! 


WELL, THAT DIDN'T take too long! 

The original Nintendo World Championships took place in 1990, 
near the peak of the popularity of the 8-bit NES, and it was a legendary 
event — an event that, for 25 years, seemed like a one-time-only thing. 
But Nintendo hit upon a bit of marketing gold two years ago in 2015 
when the NWC was revived for a second event celebrating the quarter- 
century anniversary of the first. At that point it seemed like Nintendo 
World Championship events might become an annual occurrence. 2016 
came and went without one, though, likely due to last year’s lack of 
fresh multiplayer-focused competitive games from the company. 

Here in 2017, though, we've just seen the release of Mario Kart 8 
Deluxe, ARMS and Splatoon 2 in rapid succession, and the new Pokkén 
Tournament DX is mere weeks away. Nintendo already held small E3 
tournaments for each of the latter three in June, and it seems like 
those were merely building momentum toward the company’s latest 
announcement: The Nintendo World Championships are back for 2017, 
and they’re happening in New York on October 7! 

The games to be featured in the competition have not been revealed 
yet, but that same trio of ARMS, Splatoon 2 and Pokkén Tournament DX 
all seem like safe bets. And if NWC 2017 follows the formula established 
by NWC 2015, we should probably expect to see at least one surprise- 


revealed game dropped on the competitors as well. My bet? The Super 
Smash Bros. for Nintendo Switch that everyone knows exists! 
Qualifying rounds are already happening as we go to press with this 
issue, and 2015 champion John Numbers (seen below) has already won 
his division, so he'll be defending his title. Can he repeat? — LUCAS 
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PINTENDO POWER 


Pinny Arcade offers up official Mario and Zelda pins! 


OVERWORLD SET 1 


PENNY ARCADE HAS been releasing "Pinny" enamel pins at their 
events and online for years, but rarely do they actually get a license or 
follow the exact style of a game. (Most of the pins are stylized versions 
from the comic artist Mike Krahulik.) They recently acquired the rights 
to do Super Mario Bros. and Legend of Zelda pins however, and they 
are based on the 8-bit sprites direct from the games. There are two 
sets of four pins at $35 each for each game, and separate one-offs like 


Luigi and Zelda holding the Triforce for $16 each. 

If that seems steep, it is, but having bought them | can 
tell you the quality is superior to most of my other pins, 
and you always pay for exclusivity and limited runs as 
well. They have even recently released some retro 
lanyards from the same games! 

Here’s hoping this is just the beginning and more old- 
school Nintendo icons get the pin treatment soon. 


ELECTRIC OCARINA 


The ancient Ocarina of Time, modernized! 


THINKGEEK’S ORIGINAL CREATIONS continue to hit 
the mark. They especially have a knack for making 
in-game Zelda accessories come to life, often with a 
second purpose. They've created an exclusive Traveler's 
Shield backpack and a Sheikah Slate sketchpad, and their 
latest is an electronic Ocarina of Time instrument! It 
operates exactly as someone who's played the games 
would think: You play six notes to unlock songs from the 
game - that are automatically played, should the correct 
notes be hit. Songs included on the device are Zelda's 
Lullaby, Epona's Song, Saria's Song, Song of Time, Sun's 
Song and Song of Storms. An illustrated songbook is 
included to get people started, should you not remember 
how they go. The notes are even correct to the corre- 
sponding buttons found in-game, with arrow buttons, A, R 
and Z, but they're all black for a more authentic look. 
There's also a free play mode that allows it to be played 
as an actual instrument, and there are even adjustments 
so you can change the pitch. A stand is also included for 
display when you aren't flying through time or making it 
rain. The ancient-yet-modern instrument will set you back 
30 Rupees and will become available this October, just in 
time for your Ocarina of Time Link Halloween cosplay! 


UNLOCK THE SECRETS OF THE OCARINA 
PERCE LES SECRETS DE L'CARINA 


Jlostrated song book included, 
Comprend un livret de chants illustré 


QUE 
OCARINA DU TEMPS 
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Two TAKES ON LiLLIE AND INEBBY 


Bring home Sun & Moon’s sweetest pair of friends! 


ARE YOU A big fan of that awkward but 
charming little girl assisting the professor in 
Pokémon Sun and Pokémon Moon? Well, hold on 
to your wallet because Lillie is getting not one 
but two figures, and both are available to pre- 
order right now. 

The Lillie Nendoroid will arrive first from the 
Good Smile Company and features the traditional 
large head and chibi style. As is also traditional 
with Nendoroids, three expressions will be avail- 
able with swappable faceplates: smiling, embar- 
rassed smile and angry. The figure will include 
her duffle bag and hat that can both be removed 
if desired. Her Cosmog "Nebby" will also be in 
tow and comes with a stand that attaches to the 
base so it will appear to be hovering. AII of this 
will be available in November this year for a little 
under $50. 

If realism is more your taste and you don't 
mind losing customizability, Lillie is also available 
through Kotobukiya as an eight-inch unarticu- 
lated figure. The sculpt comes straight out of the 
official art for Lillie and also features her hat, 
bag and Nebby, though none are removable. The 
prototype sculpts are breathtaking, and | can't 
wait for the final painted version! This purchase 
will require more coins and patience, as she will 
arrive in March of 2018 and cost $85. Various 
import shops have pre-orders for the Nendoroid, 
but the other figure is only available at Pokémon 
Center (visit PokemonCenter.com). 


Collector’s Corner is compiled by Brett Martin, the world record holder 


for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 


The Video Game Memorabilia Museum, at videogamemm.com 


MARIO MEETS MONOPOLY 


It’s Mushroom Kingdom property management in Monopoly Gamer! 


HASBRO HAS RELEASED Monopoly Gamer, which includes new rules and game pieces featur- 
ing Nintendo characters. Mario, Yoshi, Peach and Donkey Kong are your starters, and a special 
Collector’s Edition sold only at GameStop includes Bowser. Other game pieces can be bought 
separately, including Luigi, Wario, Diddy and Boo. How is it different from normal Monopoly? 
Warp Pipes have invaded the board, along with Super Stars that activate each player’s unique 
special ability. There are also Question Blocks which net power-ups and boss battles that get you 
points. Once all the bosses are defeated, the player with the most points wins the game! 


SAVED BY THE COMMUNITY! 


First 4 Figures fans fight back against product cancellations. 


FIRST 4 FIGURES cancelled the Kirby series of statues due to disappointing pre- 
order sales of Fighter Kirby, and Zero in the Mega Man line was cancelled because 
the previous quote they'd received from the factory was no longer valid and would 
not cover the costs already charged for the statue. Fans were distraught, but not 
put out. Enter the First 4 Figures Official Collector's Club on Facebook, a community 
of collectors that essentially drives the product line of the company through fan 
input. Have a problem with a statue in pre-production? Bring it up, and Alex Davis 
and Tsoek Cheung will listen. Have a game you want to see a statue produced for? 
Post a pic and they'll propose it to the community as a whole. Have a statue you 
want saved? Is that even possible? It started with Zero. A huge amount of fans 
stormed the page, creating a poll and petition to #SaveF4FZero! After enough 
support was reached, the statue was reinstated and the pre-production process 
began anew. After this success story, Kirby fans rallied and fought for a Warp Star 
Kirby statue. Both will now be available for pre-order sometime in the future! 


атпоо: 
UPDATE 


CLOUD, CORRIN AND Bayonetta are finally out, along 
with their harder-to-find Player 2 counterparts. Splatoon 
2’s Inklings were unleashed for the launch of that game. 
The Hey! Pikmin amiibo was released, and people are still 
scrambling to get the latest set of Legend of Zelda anni- 
versary amiibo due to the debacle of that release. 

So, what’s next? 

Well, for the release of Mario & Luigi: Superstar Saga + 
Bowser’s Minions, we һауе Goomba and Koopa Тгоора 
being added to the Super Mario line, coming October 6. 
Nobody’s sure what functionality they'll have, but we do 
know that Boo will also be able to be scanned in the game. 

Chrom and Tiki will release with Fire Emblem Warriors 
this Fall, and the line of wedding-themed amiibo from 
Super Mario Odyssey, including Mario, Peach and Bowser, 
will launch alongside that game on October 27. They look 
great, and I can't wait to see what they do! 

Before all that though, it's all eyes on Samus, as the 
Metroid: Samus Returns functionality of her new amiibo, 
along with the previously released Smash Bros. Samus and 
Zero Suit Samus, has been detailed. 

Samus from the Smash Bros. series will unlock a Missile 
Reserve Tank and a concept art gallery for Samus Returns. 
Zero Suit Samus will unlock an Energy Reserve Tank 
in-game and allow access to a Sound Test mode. The 
brand-new Metroid series figures also have similar 
unlocks, and they come together in the same packaging. 
The new crouching Samus figure will net you an Aeion 
Reserve Tank (refueling abilities that are newly added in 
Samus Returns) and will also unlock an old-school Metroid 
II: Return of Samus art gallery. Finally, the squishy-cute 
Metroid amiibo will allow you to instantly see the location 
of Metroids on the map, but upon completion this little 
sucker opens up Fusion Mode, a more difficult mode 
where Samus wears her suit from Metroid Fusion. Out of 
all of them, that's clearly the one to own! (Samus below 
may beg to differ, though.) 
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POKEMON GO FEST FUMBLES 


А massive celebration turned into a massive mess. 


LOTS HAS BEEN happening in the 
world of Pokémon GO these past few 
months, especially as the game has 
now passed by its first anniversary 
and has made some substantial 
updates and additions — but the more 
pressing news might be the event that 
was supposed to celebrate all of this 
and usher Legendary Pokémon into 
the world of GO. 

On July 22 in Grant Park in Chicago, 
Niantic Labs hosted Pokémon GO Fest, 
the game's first official public event. 
Unfortunately, as thousands of fans 
descended upon the park, the mobile 
game itself wasn't working particularly 
well. A cavalcade of issues — ranging 
from cellular interference to just not 
letting people into the event quick 
enough — led to a bad time for a 
wealth of the attendees who'd traveled 
from all over the country. When 
Niantic Labs CEO John Hanke took the 
stage to address the crowd, he quickly 
was ushered off to a chorus of boos 
and chants of "fix the game" from the 
angry audience. 

The initial plans were that during a 
period a time at the event, players 
both there and around the world 
would try to reach a milestone of 


Í 


caught Pokémon that would then 
unlock Legendary Pokémon. However, 
because of the issues, these mile- 
stones weren't really met. The event, 
which had hoped to bring so many 
fans together, instead left many of 
them cold and disappointed. Niantic 
did offer a ticket refund to those who 
requested it, and attendees received 
$100 in PokéCoins as well. 

Legendary Pokémon were still 
unleashed into the world that day, as 
Lugia and Articuno were the first two 
let loose upon the planet. These 
Pokémon were available through Raid 
Battles, a new feature added to Gyms. 
The Raid Battles, part of a whole new 
update to Gyms in general, allow 
players to team up and fight super- 
powerful Pokemon with the bonus of 
being able to attempt to catch them 
after the creature’s defeat. Following 
the event, Articuno was available until 
July 31, and then Moltres was available 
from July 31 to August 7, and Zapdos 
was available from August 7 to August 
14. More Legendary Pokémon - likely 
more from the first two generations, 
like Ho-Oh and Mewtwo - аге 
rumored to be available soon. 

That’s just the tip of the iceberg of 


Great! 


Pokemon GO just passed 


its one-year anniversa ry! 


Glad | didn’t make the 
trip to Chicago! The 
troubles there hurt 


some of my hype for 
sure. - NEAL 


the recent updates to Pokémon GO. 
Gyms were totally revamped, tying 
Gym Pokémon's lasting power to both 
time and strength, making it so they 
were slightly easier to change hands. 
Gyms now also give away items like 
PokéStops, and new TMs were added 
to change up Pokémon's attacks. 
Pokémon GO is a living, breathing 
game that seems to only be changing 
more as, outside of large event issues, 
the game's base stays stable. - NEAL 


It’s still plagued with 
technical problems. 
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GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


KICKING OFF THE first-party releases for the month of 
September will be a third-party game! Though Capcom was the 
publisher for this new cartoony spin-off of their wildly popular 
Monster Hunter series in Japan, Nintendo is taking command of 
bringing it to the rest of the globe. And it’s about time, too! 
We've been waiting for this one forever! September 8 will be 
when our wait comes to an end. 


ONE WEEK LATER will be the day the long 


drought of fresh Metroid gaming comes to an end, PR | 

А > E wl 
as September 15 is when our cover game, Metroid: 4 д ") | 
Samus Returns, makes it debut on store shelves! | = Xl | 


We've got a final preview of this one starting on z 
Page 37, a whole history feature leading into that, SAMUS RETURNS 
and our full review will come next time! 


JUST ONE WEEK after that, Nintendo’s September will 
continue with some love for the Switch in the form of the new, 
upgraded version of Pokkén Tournament. September 22 will be 
when Pokken players can leap back onto the battlefield and 
take direct control of new fighters like Decidueye! Not much 
new info has broken on this one lately, but we'll have our review 
next time, so come back for Issue #30 to read it! 


FINALLY, NINTENDO WILL close out the month 
of September with a fourth straight week hosting a 
new release: September 29 will see the launch of 


the third version of Yo-kai Watch 2, this one sub- 
titled Psychic Specters. A game about silly spirits 
launching one month before Halloween? Seems like 
good timing to me! 


THAT FINAL FRIDAY in September will surely see Psychic 
Specters entirely overshadowed, though, because September 
29 is also going to be the release date for Nintendo’s new SNES 


Classic Edition. Expect that morning to see a chaotic collection 
of queues stretching outside brick-and-mortar retailers every- 
where, as who knows if any online pre-orders will actually go 
through, or even be honored if they do? 


MOVING BEYOND SEPTEMBER, Nintendo's 
month of Mario will begin with the release of Mario 
& Luigi: Superstar Saga + Bowser’s Minions. We've 
got a screenshot comparison preview for you on 
Page 41, and this game’s art is also appearing on 
the back of this issue’s poster! (In case you don’t 
want Samus staring you down from your wall.) 


Wowza, | ran out of room to highlight even just the next two months of 
releases from Nintendo! The next one that would have been listed is Super 
Mario Odyssey, a little game you may have heard of. It drops on October 
27! What a great season of new releases we're heading into right now! | 


hope you're all just as excited as | am! — LUCAS 


& DLC! 


Upcoming add-on content. 


WHEN IT COMES to downloadable 
content, there may be no release in the 
history of Nintendo bigger or more antici- 
pated than Breath of the Wild’s upcoming 
DLC Pack 2, officially titled "The 
Champions’ Ballad." Probably because 
there’s still so much mystery surrounding 
it! We know there will be a new dungeon 
added to Link’s adventure, as well as a 
new chapter of story to experience. The 
Champions — Daruk, Revali, Mipha and 
Urbosa — will play some major role in that 
new tale, and each of them will get a new 
amiibo figure released to coincide with 
that expanded time spent in the spotlight. 

Four new amiibos, released to support 
not a new game, but just a pack of DLC 
that’s being added to an existing game? 
It's unheard of! You just know this is going 
to be big. 

So you might as well jump in with a 
purchase of the Expansion Pass now, 
right? We've got a review of DLC Pack 1, 
The Master Trials, over on Page 18 that 
will try to convince you to do just that. So 
flip over and read that, then come back 
next time when we'll hopefully 
have more details on 
The Champions’ 

Ballad! 
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COMIC BREAK £= 


A MESSAGE FROM MR. TATSUMI KIMISHIMA, PRESIDENT OF NINTENDO CO., LTD. 


І АМ OVERIJOYED THAT YOU MAY NOT KNOW IT, HERE |S THE NEXT 
NINTENDO COULD BRING YOU BUT І AM THE WORLDS GRITTY GAME BOY 
METROID: SAMUS RETURNS, NO. 1 GAME BOY FAN. REMAKE WE WILL 

А REMAKE OF METZOI? 2 THIS LITTLE PORTABLE BE BRINGING TO 372. 

ON THE GAME BOY! FILLS ME WITH MY HEART OVERFLOWS 
IMMEASURABLE GLEE! WITH PLEASURE! 


ALIGE RETURNS 


@ Guide Alice through the post-apocalyptic wastes of Pencilvania! 


Equip your Battle Balloons to soar through raging fire and 
ravenous sky monsters! 


@ Confusing amiibo support! Unlockables require amiibo. OR DO THEY? 


@ Comes with the original game so you can see how this remake may 
look nicer, but is still less technically impressive, relatively speaking! 


Unmissable Collector’s Edition steel case, artbook and soundtrack CD! 


(Note: Unmissable Collector’s Edition not available in the U.S.) 


BY MARK KELLY 
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NINTENDO WAS THE last big 
console developer to fully embrace 
conventional DLC, but they’ve been 
toying with other ways to distribute 
additional post-release content for 
years. More often than not, their 
strategy was to offer virtual goods as 
a reward for the purchase of some 
kind of physical media. The GBA 
e-Reader from 2001 allowed users to 
scan special trading cards that con- 
tained actual game data on a simple 
dot matrix. These dots could unlock 
NES games in Animal Crossing, new 
levels in Super Mario Advance 4, or 
even hold entire classic titles like 
Donkey Kong or Ice Climber. Though 
the peripheral failed to gain traction, 
much of what we see today with 
amiibo-exclusive content can be 
traced back to what was started with 
the e-Reader. 

Then in 2002, Nintendo tried 
rewarding deep-pocketed customers 
in another way. The simultaneous 
release of Metroid Prime and Metroid 
Fusion was both a landmark moment 
for the franchise and arguably 
Nintendo's boldest attempt to coax an 
additional purchase out their 


audience. Buying both games and con- 


necting them through the GBA/ 
GameCube Link Cable would unlock a 
Fusion Suit costume for Samus in 
Prime, and a complete port of the 
original NES Metroid in Fusion. That's 
a pretty big chunk of fun to gate 
behind the sale of an entirely differ- 
ent, fully-priced game on another 
console, but few complained at the 
time. Back before DLC was common- 
place, these sorts of conditional 
unlocks felt more like bonuses than 
ransoms. 

Still, it was clear that Nintendo 
wasn't 100% sure if and how they 
would fully embrace the concept of 
piecemeal game releases. The Wii & 
DS era was scant on DLC, despite the 
fact that the distribution model had 


already taken off on other dominant 
platforms. For the most part, 
Nintendo's DLC at the time was just a 
simple gift to players who had 
managed to get their consoles online, 
which seemed to be quite a struggle 
for them back then. Mario Kart Wii had 
a free bonus boss battle that you could 
only access through an Internet con- 
nection. Animal Crossing: City Folk had 
some free exclusive furniture you 
could only get online. WarioWare D.LY. 
allowed you to download free official 
microgames, some from famous indie 
developers like Edmund McMillen and 
and Choice Provisions. Other than 
that, they were largely silent on con- 
ventional DLC until the 3DS, Wii U, and 
now, the Switch. 

Now the company appears to be at 
а crossroads, with three distinctly dif- 
ferent attitudes toward DLC at work 
simultaneously. 

On one side you have the paid DLC 
strategy that’s essentially the same as 
what we've seen on PC and other 
major consoles for years now. This is 
how Nintendo has handled the post- 
release content for Super Smash Bros. 
for the 3DS and Wii U, Hyrule Warriors 
and, more recently, The Legend of 
Zelda: Breath of the Wild. 

Then you have the free "thank you 
for playing" drip-feed technique that’s 
more akin to how they handled DLC in 
the Wii & DS era. This is how they’ve 
handled content additions for new IP 
like Splatoon and ARMS, in order to 
help them compete against more 
established titles. 

Finally, we have the amiibo unlocks, 
like the recently announced exclusives 
for Metroid: Samus Returns, which 
tend to walk the line between a "thank 
you" and an attempt at extortion. 

So far, it’s the amiibo that have 
gotten people the most angry. That 
may be surprising given how popular 
the toys are in general; based on 
polling a few hundred of my Twitter 


followers, I found that more than 50% 
of collectors don’t care much about 
scanning amiibo for unlocks, while 
only 4% love using them to acquire 
in-game content "all the time." It 
seems that most amiibo fans would be 
happy to buy the figures even if they 
didn’t unlock anything. That speaks to 
both how well made most amiibo are 
and how little the in-game bonuses 
they’ve offered so far have meant to 
people. 

The gradual release of free DLC, on 
the other hand, has been extremely 
successful for Splatoon, helping it to 
go from an unknown entity to one of 
Nintendo’s biggest franchises. That 
didn’t happen overnight. Splatoon had 
a very long sales tail, which wouldn’t 
have happened if game blogs and 
YouTubers didn’t have a new reason to 
talk about it every few weeks. That’s 
what periodic free updates for a game 
can do. 

Slowly but steadily adding free DLC 
has also worked wonders for indies, 
who often struggle to make a name 
for themselves. Blaster Master Zero 
and Mighty Gunvolt Burst have both 
had "free for a limited time" character 
DLC that’s done a ton to help them 
stay in the spotlight after launch. The 
same is true for Shovel Knight, which 
has gone on to sell millions, but only 
after receiving two massive extra cam- 
paigns for free, with a third still on the 
way. Cave Story+ is still being talked 
about on Switch, thanks to the recent 
announcement of free co-op DLC for it. 
TumbleSeed, a game that scared many 
folks away with its punishing difficulty, 
just received a free update that adds 
not one, not two, but four new worlds 
and a Switch-exclusive two-player 
battle mode, teaching players how to 
roll at a more fun and gradual pace. 

If this kind of new content cost 
money, like it does for Breath of the 
Wild, consumers would surely cry foul 
and stay away. You can charge for DLC 


when your brand is strong enough to 
keep fans constantly hungry for more, 
but even then it’s risky. There’s always 
а chance you'll make some of your 
users feel... used. 

Which again brings us to amiibo- 
locked content. With Metroid Prime 
and Metroid Fusion, players were fine 
with making an extra retail purchase 
in order to see everything that each 
game had to offer. It seems to be a dif- 
ferent story with Samus Returns and 
its amiibo. People want the figures, 
but the consensus online is that 
Nintendo should make the content 
they unlock available as conventional 
DLC, either for free or a low price. It 
could be that Nintendo's long-favored 
practice of tying bonus game content 
to physical media may have finally 
outlived its novelty. Frequent amiibo 
shortages, the sweet deals fans have 
gotten from free DLC in Splatoon and 
the capacity for robust paid content in 
titles like Breath of the Wild appear to 
have soured many to the prospect of 
hunting down a $13 plastic statue just 
to unlock stuff that could be made 
available otherwise. 

So where does that leave us? In 
stasis at the moment, as we'll just 
have to wait and see if Nintendo picks 
up on the ill will surrounding that 
squishy Metroid amiibo and adjusts 
their strategy of amiibo-locked DLC in 
the future. For now, it is what it is: If 
you want everything The Legend of 
Zelda: Breath of the Wild has to offer, 
you've got to plunk down 20 bucks to 
buy its Expansion Pass. If you want the 
full Splatoon 2 or ARMS experience, 
you need only invest time — waiting 
for each new stage or weapon or 
playable character to be added for 
free. And if you want the complete 
Metroid: Samus Returns? You, like 
Samus, will have to become a Metroid 
hunter. The known territories of the 
creatures you seek are GameStops, 
Walmarts and eBay. — JONATHAN 
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Alice's Room 


THE FIRST STEP 


The Nintendo Switch Online app is a go. 


AND SO IT begins. 

It’s easy to forget — while you're going online 
to race against other Mario Karters or splat a few 
fellow Inklings — but the free Nintendo Switch 
online experience we're currently enjoying is only 
a temporary one. At some point in 2018 (probably 
earlier in the year than later), online functionality 
for the Switch will be transitioning to become a 
paid service. The price will be a reasonable one, 
at least — only $19.99 to get an entire year's 
worth of access — but even that rate of roughly 
$1.67 a month is $1.67 more than $0.00, so it's 
good to go ahead and mentally prepare yourself 
for the shift. 

To assist you in that regard, Nintendo has now 
made available the Nintendo Switch Online app 
for both iOS and Android devices. It went live in 
July, coinciding with the release of Splatoon 2, 
and one of its first bits of functionality is facilitat- 
ing voice chat with friends in that game. 

And wow, most fans are not happy about that! 
Nintendo's been criticized for years over their 
archaic approach to basic online multiplayer 
features that other game companies seem to have 
locked down long ago, and having to download a 
separate app on a smartphone in order to voice 
chat with your Inkling teammates seems weird 
and backward to many. 

At least that isn't the only thing the app offers 
— through its "SplatNet 2," the app tracks your 
Inkling's stats and offers unique deals on gear you 
won't find in-game. So there's that! 

Other games will become compatible with the 
app later on, as 2018's paywall nears! — LUCAS 
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TAKE FLIGHT WITH OWLBOY! 


He'll be soaring to Switch soon. 


decade! This indie adventure began development all 
the way back in 2007, and it made slow progress 
toward completion over a course of nine years (!) 
before finally launching on PC late last year. The 
Switch will be the first home console where Otus will 
come to roost, though, and I can't wait to take flight 


OTUS CAN'T DO it alone. 

In most video games, we're presented with a 
singular hero. Underpowered and unlikely to save the 
day at the start of the adventure, sure, but a hero 


who grows in abilities over time and blasts into the with him! 
Keep an eye out for Owlboy, due in the Switch 
eShop by the end of this year! - LUCAS 


final boss chamber as an unstoppable war machine 
wielding all kinds of power-ups acquired over the 
quest. That's the traditional Metroid formula, at 
least, always bringing Samus' suite of abilities 
down to nearly nothing at the beginning of each 
new mission, but then building them back up 

over time. 

Owlboy is a new Metroidvania adventure bound 
for the Switch eShop soon — but its hero, Otus, is no 
Samus Aran. He's weak. Incapable of much on his 
own. And, in a break from that traditional Metroid 
formula, Otus actually doesn't grow in power over the 
course of his adventure! He, instead, has to rely on a 
little help from his friends. 

Otus, as an Owlboy, can freely fly around the 
screen. Soaring as he pleases, all around in any direc- 
tion. He's perfectly capable of exploring environ- 
ments all on his own. But when he encounters an 
enemy? That's when help is required. And rather 
than pick up a sword or a gun, he picks up his best 
pal Geddy. 

Otus literally grabs Geddy and flaps up into the 
sky while carrying him, and Geddy meanwhile uses 
his personal pistol to take aim at enemies and 
obstacles and blast them out of the way. Together, the 
two friends tackle this quest in tandem . . . until they 
reach a point that neither of them can pass. That's 
when Otus has to recruit the assistance of another 
ally, and so on and so forth — several different 
teammates ultimately accompany our heroic 
Owlboy, and he's able to swap between them in 
an instant when he comes across situations 
that demand a change in strategy. 

I'm thrilled that Owlboy is finally on its 
way to a Nintendo system, as I’ve had 
my eye on this game for nearly a 


A True Revival at Last 


SONIC MANIA 


THE HYPE IS real: Sonic Mania is 
the best Sonic the Hedgehog game 
since the Genesis days. Where do I 
even begin? 

Right from the title screen — a 
more dynamic take on the 1991 origi- 
nal's opening sequence - it's clear 
that Mania has elevated the iconic 
16-bit aesthetic to bold new heights. 
And the Sonic CD-inspired intro 
movie that plays a few seconds 
ater? That's just extra eye candy! 

For this latest ride, you can play 
as either Sonic, Tails, Sonic & Tails 
ogether or Knuckles. Tails can fly 
and Knuckles can glide, climb and 
bust through normally unbreakable 
walls, while Sonic can perform a 
Drop Dash, which allows him to 
immediately boost forward after 
anding a jump. These abilities allow 
each character to access areas the 
others normally cannot — Knuckles' 
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alternate paths in particular can 
deviate wildly from his partners', as 
they often did in Sonic 3 & Knuckles. 
The adventure spans 12 massive 
Zones split into two Acts each. Most 
are revivals of old favorites, like 
Green Hill and Flying Battery, in 
which one Act will borrow setpieces 
from the source Zone sprinkled with 
a couple new areas, while the other 
is a total overhaul with new 
gimmicks, from elastic chemical 
pools to catapults that launch you 
into the background. Four Zones are 
completely original, like the TV 
studio Studiopolis and the Wild West- 
inspired Mirage Saloon. My absolute 
favorite is Press Garden, a combina- 
tion newspaper printing room and 
Japanese garden that is also 
somehow an ice level! Bizarre! 
Sequences during which you can 
run at a blistering pace are intelli- 
gently signposted, so you need not 
worry about slamming into spikes or 
an enemy. Elsewhere, thanks to the 
widescreen view and responsive 
controls, reacting to oncoming 
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danger won't require superhuman 
reflexes. As for the more methodical 
platforming segments, even should 
you fail, you can collect your lost 
rings and try again, or just continue 
along an alternate path. Unlike in 
previous 2D Sonics, building and 
regaining momentum in Mania is 
easy, so instead of fighting weird 
physics glitches, you know that every 
action is in your hands. 

A lot of loving detail has been 
woven into the experience to make 
Mania more than just a "good game." 
Most notable is the soundtrack by 
Tee Lopes, who spent the past 
decade cranking out Sonic remixes 
on YouTube. Instead of aiming for a 
purely Genesis style, he leaned 
toward Sonic CD, which means а rich, 
complex sound with a variety of 
instruments and effects. | guarantee 
people will be jamming out to this 
music for years to come. 

Then there are the Hard-Boiled 
Heavies, five superpowered robots in 
Eggman’s army who serve as second- 
ary antagonists. From a ninja to a 
road warrior to even a magician that 
transforms into — get this! — Fang, 
Bean and Bark from Sonic the 
Fighters, the Heavies are actually a 


welcome addition to Sonic's ever- 
growing roster. The rest of the 
bosses rank among the most creative 
and elaborate the franchise has ever 
seen, but going into greater detail 
would spoil the surprises. 

To obtain the true ending, you 
must seek the seven Chaos Emeralds 
from Special Stages, in which your 
hero, rendered as a Sega Saturn 
polygon model, must chase down a 
UFO, collecting rings to add time and 
blue spheres to increase speed, all 
while avoiding pits and mines. These 
stages, though tough and intense, 
are among the most fun in the 
series' history. And speaking of "Blue 
Spheres," the infamous Sonic 3 & 
Knuckles Special Stages return as 
additional Bonus Stages that award 
you medallions to unlock extra 
goodies, such as a debug mode and 
"& Knuckles" mode — which is 
exactly what you think it is! 

The only thing | would mark down 
is how the bulk of the Zones are 
throwbacks. Still, it's hard to be 
upset when every moment with 
Mania was spent with a big, goofy 
grin on my face! Sonic Mania is an 
unequivocal masterpiece. 

I'm going to cry now. - TONY 
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The Adventure Continues 


THE LEGEND OF ZELDA: BREATH OF THE WILD - THE MASTER TRIALS 


BREATH OF THE WILD is a truly 
stellar game. The newly introduced 
"open air" approach to the Legend of 
Zelda franchise has done it a lot of 
good, in particular for my personal 
love of the series. Sure, I’ve enjoyed 
plenty of other Zeldas in the past — 
but BOTW is a different beast alto- 
gether. It breaks down old ideals and 
staples at every turn, immediately 
setting itself apart from Zelda’s past 
from its first moments. 

Now, | could gush over this game 
for days, but instead, I’m here to 
discuss its first DLC pack. This down- 
loadable content, named The Master 
Trials, wears what it offers right on 
its sleeve. The first thing offered is 
the brand-new Master Mode, which 
sees Link taking on the task of 
beating the game again — for his 
second run, however, the whole 
experience has been souped up toa 
crazy degree. Take your enemies, for 
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example. They all get a rank up right 
from the get-go and now regain 
health during battle. While some 
might not see this as a big deal, well 
... try it. My first death happened 
mere moments in and made me 


incredibly angry at my own incompe- 


tence. 

This isn’t solely because you're 
seriously underpowered, though — 
the enemies are more alert and 
aware of their surroundings. Even if 
you're completely still, they'll find a 
way to see you almost instantly. 
Enemy placement has been greatly 
changed too — the overworld’s now 
full of floating platforms held up by 
balloons. On each, you'll find oppo- 
nents that give you a challenge from 
the start. Some of these platforms 
do give you treasure, which makes 
tackling them so worth it. 

Oh, and before | forget, there’s a 
Lynel on the Great Plateau now. 
Alright Nintendo, I'm walking 
straight past that one. 


Another part of this brand-new 
DLC pack is the Trial of the Sword, a 
Cave of Ordeals-like series of chal- 
lenges for advanced Breath of the 
Wild players. Similar to the Eventide 
Island quest, Link starts with nothing 
except his underwear and Sheikah 
Slate. Every challenge is a room 
where you need think of a strategy 
right on the spot. It starts immedi- 
ately on a high note as you see three 
Bokoblins at a campfire. With zero 
weaponry, what would be the best 
option? You could lift up one of their 
metal weapons with Magnesis and 
bring it toward you. Another option 
is to throw a bomb, as Remote 
Bombs are an ever-ready option on 
your Slate. There are so many small 
things to consider. 

At the end of the day, you start 
with limited resources. That doesn't 
mean that it will be that way forever, 
mind you. As I progressed steadily 
on the second and third difficulty, I 
found more items than | would need. 


The amount of Ancient Arrows found 
on the highest difficulty was com- 
pletely unnecessary and lessened 
the hardships of the final few rooms. 
Of course, you still need to pull it off! 
I'm not saying that the Trial of the 
Sword is going to be easy, but you 
can get yourself far if you spent your 
time planning in the main game. 

To give this review a wrapper, | do 
understand people's criticism of this 
first DLC pack. Outside of these two 
features, the new armor you can find 
scattered around the world is just 
OK, and going for a Travel Medallion 
this late in the game seems silly (it 
gives you an extra Fast Travel point 
you can set anywhere, but you've 
probably already seen the whole 
map and traveled everywhere by 
now). That being said, my stance on 
the Master Mode seems to differ. The 
experience that it offers is so differ- 
ent that I’m fine taking the plunge on 
it. Add to that the fun challenges in 
the Trial of the Sword and this pack 
immediately heads back in the right 
direction. Another reminder is that 
this is only one half of what you paid 
for! The game's story expansion, The 
Champions' Ballad, is coming our 
way later in the year! — DAAN 


Alm-ost Too Much to Pla 


FIRE EMBLEM ECHOES: SHADOWS OF VALENTIA - DLC PACKS 


NINTENDO’S INITIAL 
RELUCTANCE to offer paid down- 
loadable content for its games seems 
like a quaint, distant memory now, 
as nearly every one of the company’s 
marquee titles receives some form of 
add-on material following its release. 
This is especially true for Fire 
Emblem, which was one of the first 
Nintendo franchises to offer post- 
release DLC. The series’ latest install- 
ment, Fire Emblem Echoes: Shadows 
of Valentia, continues this trend. Like 
its 3DS predecessors Awakening and 
Fates before it, Echoes is supple- 
mented with a robust selection of 
DLC maps — so many, in fact, that its 
season pass costs more to purchase 
than the base game itself! And while 
not every one of its DLC maps is 
essential, there are a few that are 
certainly worth downloading. 

Fire Emblem Echoes’ DLC is 
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Peddler 


divided up into five themed packs. 
Those who'd like to purchase specific 
maps have the option to buy them 
individually, but getting the entire 
pack will net you a discount. Like 
previous Fire Emblem DLC, many of 
the maps on offer are meant to make 
the main quest easier by letting you 
farm for gold, experience points and 
rare items. The Fledgling Warriors 
pack in particular is designed to help 
newcomers bolster their party's 
strength and funds, while the 
Undaunted Heroes pack offers 
higher level players a chance to 
likewise grind for gear and experi- 
ence. Purists may be turned off by 
the idea of effectively paying to 
make a game easier, but beginners 
will find these additional maps a 
boon, as they provide a relatively 
quick and easy way to prepare for 
the game's later challenges. 

More noteworthy is the Cipher 
Companions pack. This consists of 


You bear one of those "I'd really like to 
help a merchant out" 


Promote a unit to another class. 


two missions that give players the 
opportunity to recruit four brand- 
new characters taken from the 
series' Japan-only trading card 
game, Fire Emblem Cipher: the 
Paladin, Randal; his young Falcon 
Knight companion, Emma; the Saint, 
Shade; and the sword-wielding 
Priestess, Yuzu. Like the rest of 
Echoes' cast, these four warriors are 
fully voiced and fit right in among 
the other characters. Thanks to their 
advanced classes, each is also a for- 
midable unit on the battlefield, 
making Cipher Companions one of 
the more worthwhile DLC packs 
available. 

Also worth downloading is Rise of 
the Deliverance. While it's one of the 
pricier DLC packs available for the 
game, it's the most satisfying in 
terms of story content. Rise of the 
Deliverance consists of four missions 
that serve as a sort of prologue to 
the game proper, giving players a 


y 


glimpse into the Deliverance's 
struggles before Alm set off on his 
journey and joined the army. It also 
provides a decent challenge, making 
the pack a must-have for players 
looking to extend the game's story. 

The final DLC pack is arguably the 
most superfluous, but it's also one 
that hardcore fans will find the most 
intriguing. The Lost Altars Pack is the 
most expensive of the entire selec- 
tion, and unlike the other DLC packs, 
it doesn't offer new maps or 
missions. Rather, the pack consists of 
10 altars that allow you to promote 
advanced warriors to brand-new, 
ultra-powerful "overclasses" such as 
Skogul and Oliphantier (though you 
don't get to ride an elephant with 
that one, sadly). In addition to being 
more powerful, each class boasts a 
much more ornate design that 
makes them look all-around cooler. 
Ultimately, like many of the other 
packs, Lost Altars is another non- 
essential DLC that removes some of 
the game's challenge, but players 
still looking for more content to dive 
into will enjoy the new class options 
it provides. — KEVIN K. 
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Going, Going, GONNER 


GONNER SA game about a raindrop 
named Ikk who comes to life, takes a skull 
for a head, straps on a backpack, grabs a 
gun and rolls into battle against a treacher- 
ous horde of monsters, all for the glory of 
love. The object of his affection? A giant 
glowing land whale named Sally. Sadly, 
Sally isn't feeling very well, and saving her 
won't be easy. Good thing Ikk is on such 
good terms with Death! In fact, the two 
even get together and listen to old records 
every once in a while. But what does Death 
have in store for Ikk and Sally in the end? 

This silly, strange, tense little story is a 
perfect fit for GONNER's overall aesthetic. 
Everything here feels organic but alien, 
unpredictable and alive, squiggling and 
bursting with simple but expressive anima- 
tions. Most levels are randomly generated, 
with only boss fights and secret stages 
remaining largely consistent. These hidden 
levels are especially important, as that's 
where you'll find a lot of the best weapons 
and items. Pushing up against every 
boundary and bending every rule can lead 
to some delightful little discoveries. 
Sometimes stumbling upon an alternate 
path is as simple as destroying every 
enemy on the screen, while others only 
open up after running through a stage at 
high speed. Most aren't that easy to find, 
though. The best secrets here are unlocked 
in ways you'd never expect, making for a 
world that feels real, while never breaking 
from its own surreal internal logic. 

It also never gives you a break from the 
action, which is as constant as it is varied. 
You can double-jump, wall-jump, shoot 
enemies or head-stomp them, allowing 
skilled players to maneuver all over the 
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screen like an acrobatic war machine. It's 
enough to make you feel invincible... until 
you take a hit. Touching an enemy makes 
you drop everything, including your 
weapons and your heart containers, 
making for an exciting, desperate scramble 
for safety. The game's combo system 
provides a similar feeling of frenzy, but 
with the vulnerability swapped out for 
empowerment. Killing enough enemies in a 
row rewards you with in-game currency 
and other surprise bonuses, so the tempta- 
tion to take bigger risks is always there. 

While you can only carry one weapon, 
one head and one item at a time, your 
potential opening arsenal grows every time 
you find something new in the wild. 
Weapons range from a homing laser to a 
short-range scythe and everything in- 
between. They're all vastly different, but 
very well balanced. The same goes for your 
other items, like my favorite, the Teddy 
Bear Head. It gives you the power to triple- 
jump, but it also causes you to flip in the 
air. That makes it harder to aim, but with 
some practice, you can pull off some 
amazing trick shots. 

The game is a little on the small side, 
but only when compared to other rogue- 
likes, a genre where play times of 200+ 
hours are not uncommon. Your average 
player will likely see most of GONNER in 
under 20 hours, which is still a lot of 
content for a $10 game. The bosses are 
also a little disappointing, as their simple 
patterns make them pushovers by the 
fourth or fifth time you see them. Still, 
GONNER has more than 
enough going for it to 
make it worth getting, 
so go and get it while 
the getting's good! 

— JONATHAN 


Brutalized Bots 
DEATH SQUARED 


*DEATH SQUARED" MAY sound scary, but don't worry. There 
isn't much math here, and since all the characters are robots, 
none of them technically "die" either, so those frightened by 
algebra or their own mortality need not run and hide. In fact, the 
game is quite inviting and simple to learn! 

There are two modes, Story and Party, but they both amount 
to the same thing — move a robotic cube (or two) around a 3D 
space littered with switches to flip and traps to snap as you snoop 
around for the exit. Story Mode is for one or two players, and it 
does a great job of introducing the rules of the game. Most stages 
require multiple levels of cooperation from all involved, even 
when playing alone. Single-player has you controlling one cube 
with the left Joy-Con, and the other with the right, so you essen- 
tially have to cooperate with yourself. 

It's harder and more fun than it may sound. Moving one cube 
to a switch may open a doorway while simultaneously causing a 
row of spikes to destroy your other cube. Stacking cubes on top of 
each other may be the only way for both of them to make it to 
their respective safe zones, but getting them stacked may not be 
as easy as it looks. And then there's taking a cube into an area 
where their particular color makes them invulnerable to the 
obstacles at hand, while the other readies the elevator or moves a 
laser out of the way. These and many other tasks reward the 
player for caring about the fate of both of their cubes in equal 
measure, effectively teaching you to embody them both at once. 

Party Mode takes those kinds of scenarios and invites up to 
four players to each take a cube for a spin, rewarding you for 
cooperating with other people for a change, all through larger, 
more treacherous levels. 

The game lacks variety, which required me to subtract a few 
points from the score, but make no mistake, Death Squared defi- 
nitely knows how to multiply by the root of fun. — JONATHAN 
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Bioluminescent 


AS FAR AS point-and-click adventure games go, Switch’s library 
is lacking. Thankfully Bulb Boy has come along to (ahem) brighten 
things up. The eponymous hero is roaming his home attempting 
to discover his missing family members, and it’s up to you to 
guide him. Rather than utilize Switch’s touchscreen, the controls 
are tethered to the left Control Stick and the face buttons — which 
isn’t a bad thing, as exploration is a huge part of the experience 
here. Rather than tap and swipe aimlessly until a solution 
presents itself, the design team at Bulbware appears to have 
wanted players to thoughtfully comb through each environment 
and figure out how to proceed. 

There’s no real dialogue to be had here, but the personalities 
of the characters ooze out of the screen regardless. Despite 
dealing with some genuinely nasty stuff (let's just say I've never 
seen such a creative use of fecal matter in my life), Bulb Boy and 
company are filled with life and joy, and | couldn’t help but root 
for them. There are moments that will likely gross out the squea- 
mish amongst us, but that’s no vice; just know going in that the 
game isn't afraid to go places that other titles don't. 

Breaking up the action with segments dedicated to supporting 
characters Grandpa and Mothdog was a wise choice. Though 
these chunks of gameplay aren't especially different from the 
ones with Bulb Boy, they offer a chance to break away from his 
main quest and refresh. Not that the game was ever really at risk 
of going stagnant! The visuals alone are enough to keep you glued 
to the action. The design work of the characters is odd, but it 
lends well to the disturbing atmosphere that permeates the 
adventure. 

It’s not a long quest to reassemble Bulb Boy’s family, but as is 
often the case, it’s better to understay your welcome. There’s no 
fat on this body to be lopped off; no stalled momentum. It’s just a 
raucous, weird path through the strange world of a 
strange hero and his relatives that Switch 
owners should give a look. — ROBERT 


BULBWARE 


Don't Dance Alone 


DE MAMBO DID itself no favors when | 
spent about three or four minutes just 
trying to figure out how to get the game 
started. The interface at the beginning of 
the game is confusing, to say the least, and 
moving forward into an actual level did 
little to alleviate the problem. Which, oddly 
enough, lent to De Mambo’s overall charm. 

The best way to describe the experience 
here is quirky. There are two primary ways 
to play De Mambo: solo or multiplayer. The 
game is vastly different between both 
modes. The focus is placed on multiplayer, 
which developer The Dangerous Kitchen 
has stated was heavily influenced by Super 
Smash Bros. At its heart this is a fighter, 
tasking players to knock up to three oppo- 
nents over the edge using a single attack 
button. Your attacks have three levels of 
charge, with the last proving the most 
powerful and devastating to foes. 

Despite the single input for attacking, it 
was surprisingly fun to manhandle oppo- 
nents and fight to push them over the 
edge. There are a variety of different 
stages to battle on, many of which don’t 
even have an edge from which to hurl a 
foe. Instead, you have break apart the 
stage until there's an opening to take 
advantage of, which adds a pleasing layer 
of strategy to the proceedings. 

That said, even with three other players, 
this is a barebones experience. De Mambo 
does a lot with its simple setup, but it 
doesn't take long before the novelty wears 
thin. There just isn't enough depth to pull 
players back into the action. 

The same can't be said for Solo play. 


THE DANGEROUS KITCHEN 


From the outset I simply 
couldn't find the appeal. Where 
the control scheme and gameplay is enter- 
taining in multiplayer, in single-player the 
joy melts away. The game starts you off on 
a Super Easy setting and keeps ramping it 
up from there, but it appears that the 
design team simply didn't have faith in pre- 
senting De Mambo as a game solely 
intended for more than one player. As it 
stands, Solo plays like a failed proof of 
concept. Survival Mode is another option 
for those playing alone, where waves of 
enemies attempt to knock you off the 
stage, but it ultimately just had me wanting 
to go back to fighting friends; multiplayer 
is De Mambo's strong suit, hands down. 
One standout for me came when | went 
to look at the different control options. You 
can set the controls however you see fit, 
but the various combinations on offer have 
unique names and descriptions to go with 
them. Perhaps the most hilarious of all was 
being told that my preference to have a 
dedicated jump button made me a control- 
elitist. The description even came with an 
image that looked very similar to the 8-bit 
days of a certain mustachioed plumber... 
Thankfully, De Mambo's unique aes- 
thetic helps to salvage some of the disap- 
pointment I felt with Solo play. The game 
is, in a word, bizarre. Stages in Solo are 
presented as stacked, demented televi- 
sions with gritty screens, and the player 
avatar itself looks like a flying rodent. It's 
all rendered in an abstracted, pixelated 
style with garish colors reminiscent of what 
you'd see on an old PC. It meshes well with 
the irreverent tone the developers were 
clearly going for. It's an imperfect debut, 
but in spurts and with friends, De Mambo 
is a fun and chaotic trip. — ROBERT 
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Dream Land with Depth 


LAST YEAR’S INCREDIBLE Kirby: Planet Robobot would have 
been a masterpiece for the Pink Puffball even if it had only 
included its main campaign . . . but it didn’t! It had more, like the 
cute little proof-of-concept minigame, Kirby 3D Rumble, which 
experimented with taking our hungry, hungry hero into the third 
dimension. At only three levels long, it was but a taste of the idea. 
But now Kirby's Blowout Blast has arrived and put more meat on 
the table! 

This standalone eShop title expands on the 3D Kirby concept 
by adding several new levels, shifting Kirby closer to the full 3D 
adventure he's still never had in his 25-year career. It doesn't go 
all the way, though. This is still very much a score attack design, 
just as Kirby 3D Rumble's three levels were in Planet Robobot last 
year. Levels are brief, with a countdown clock giving you only five 
minutes to complete each one (but you'll usually be able to dash 
through them in just one or two). Each stage is easy to finish, too, 
so the goal isn't getting to the end; rather, it's executing each 
small stage to perfection, seeking to efficiently inhale enemies, 
accurately spit them back out at others and blaze through every 
area as fast as possible. Your measure of success is the high score 
you rack up by the end, assisted by extra points for any bonuses 
you earn (like "No Damage," for avoiding all attacks). 

| like it — but it's really still just a proof of concept. A meatier 
tease is still a tease, and I'm hopeful that HAL actually goes the 
distance with this idea to give us a 3D Kirby game with real, long 
levels, a story to follow (there's none here) and a return of Kirby's 
ability to absorb enemy powers (he can't in this one, as it's solely 
focused on his standard suck up/spit out "normal" ability). 

Still, this is a cheap download and a good 
addition to Kirby's 25th anniversary year all 
the same, so give it a look! — LUCAS 
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One Man's Homage 


CAPCOM'S GHOULS 'N GHOSTS ('п 
Goblins) series used to be a big name, but 
over time, the franchise's punishing 
mechanics and overly demanding nature 
turned off all but diehard fans. These 
issues would be easy enough to fix, but 
instead, Capcom seems content to just 
bury the whole GNG brand. Good thing that 
hardworking fans like one-man develop- 
ment team Locomalito and composer 
Gryzor87 are there to dig it back up again! 
Together they've created a game that pays 
tribute to the source material — while 
daring to improve on it where necessary. 

Like Capcom's classic 2D action/horror 
platformers, Cursed Castilla stars a noble 
knight who is sent off on a treacherous 
mission against undead monstrosities, 
mythological beasts and demonic forces 
from the pages of ancient European 
folklore. There's a lot of different creatures 
here, which you can learn all about in the 
game's detailed monster manuals, featur- 
ing special 10th century-style illustrations. 
These manuals also hint at the game's 
many secrets, including multiple endings 
and tons of hidden items to uncover, many 
of them tied to the game's underlying 
theme of loyalty and honor. You'll need to 
find them all in order to achieve the very 
best ending, though if all you want is to see 
the full story, you just need to collect five 
special items along your way and refrain 
from continuing too many times. That's 
right, no need to replay the whole game 
twice in a row! If only Capcom had been as 
kind. 

That's just one of the ways the game 


ABYLIGHT 
LOCOMALITO 


stays fair while remaining exciting and 
challenging. Unlike his predecessor Arthur, 
Cursed Castilla's Don Ramiro manages to 
keep his armor on through the entire 
game, thanks to his use of a traditional 
hearts-based health system. Don can also 
change the direction of his jump ever so 
slightly while in mid-air, allowing him to 
avoid accidental deaths much more grace- 
fully than Arthur ever could. When it comes 
to weaponry, Don’s arsenal is similar to 
Arthur's, though he's better at staying 
away from unwanted armaments. On top of 
that, he can carry special items (like a 
shield, double-jump boots and a blue fairy) 
for extra protection. These are just a few of 
the many small additions and improve- 
ments that Cursed Castilla makes to the 
Ghosts 'n Goblins formula. It's still very 
tough, requiring multiple playthroughs for 
even experienced players to master. It's 
just more courteous than the games that 
inspired it, with a more finely tuned diffi- 
culty curve to boot. Replaying the game 
over and over in order to hone your strate- 
gies and learn enemy patterns often feels 
like a treat, and rarely a chore. 

The music is also a stand-out feature, 
especially for those who came of age while 
plunking down quarters in arcades. The 
sound in Cursed Castilla simulates the 
same synthetic style used in many 16-bit 
games from the '90s, carrying a special 
otherworldly charm. This 3DS port also has 
a virtual arcade cabinet for added authen- 
ticity, complete with ROM checks and DIP 
switches. 

Overall, Cursed Castilla is a glorious 
fan-made resurrection of one of Capcom's 
neglected classics! — JONATHAN 
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Take adorable Muffin 


here, for example! 


She's an х84-992, 
MarrowCrusher, lef+ 
behind when her 
previous owner could 
no longer find 
skeletons big enough 
to feed her! 

She's a real sweetie 
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And don’+ forget PomPom! She's a QF-225 ShriekShrike, and 
quite the talkative one at that! Unfortunately she hs 
abandoned by her owners when they mysteriously Vanished, 
She loves to talk and already learned many phrases by the on 
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DON'T EAT me! POMPOM mo! AAAHHH!!” every 50 often. 


And last but not least, 
Bongo the 9891-81. 


Sea Terror! 
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PLAYING IT 
TODAY 


No denying the truth here: 
The first Metroid is a tough 
game to return to now, over 
three decades after its 
release. So many quality- 
of-life improvements have 
been introduced in subse- 
quent sequels — in-game 
maps to track Samus’ 
progress, save points and 
recharge stations for her 
energy and weapons, just to 
name a few — and yet, if you 
never have put yourself in 
the shoes of early NES 
gamers who first delved 
into the depths of Planet 
Zebes without all those 
amenities, you really should 
now. You'll appreciate the 
niceties more when you see 
what it was like without 
them! And there are tons of 
ways to play the first 
Metroid today. It had two 
different print runs on NES, 
and lots of modern systems 
will run those carts on new 
TVs today. It had a re-issue 
on Game Boy Advance (but 
the screen was squished, so 
avoid that one). It can be 
downloaded on Wii, 3DS or 
Wii U as a Virtual Console 
game for just a few bucks, 
and it was on the NES 
Classic last year. Options! 


METROID 


THE ORIGINAL METROID may not be the 
most well-loved game in its series, but it’s 
easily the most influential. Not only did it 
kick off one of gaming’s most beloved fran- 
chises, but it also helped coin a subgenre 
(Metroidvanias) and helped shape the devel- 
opment of countless games of all styles 
across the board. GONNER (a procedurally 
generated roguelike, reviewed on Page 20), 
Dandara (a touch-directed exploration game 
featured in our interview on Page 61) and 
even the original Resident Evil (3D survival 
horror) are just a few of the many types of 
games that were influenced by the first 
Metroid in one way or another. 

To really appreciate Metroid, you had to 
play it in the context of its time. Back in the 
mid-’80s, almost every 2D platformer had 
the player running from left to right across 
some form of obstacle course. More so, most 
games in all genres had simple graphics that 
either aped the style of popular movies or 
cartoons, and were designed to fit with deci- 
pherable concepts of human logic. Metroid 
bucked all those trends, which was a risky 
move, but that’s what it took to present the 
player with a world that was truly alien in 
every sense of the word. 

Metroid’s opening area isn’t often talked 
about, but for many students of game 
design, it defines 2D action/exploration 
gaming in the same way that World 1-1 in 
Super Mario Bros. defines classic obstacle 
course platforming. After booting up Metroid 
for the first time, me and my friends did 
what we always did in games like this: We 
ran to the right and tried to get to the "end" 
of the level as fast as possible. There was 
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some light platforming and a few weird 
monsters along the way, but strangely 
enough, many of these creatures were better 
off being avoided than confronted, just like 
wild animals in real life. Already, the game 
felt like it was going for something more 
than what we were used to. 

After a couple of minutes of pushing 
forward, we hit a wall. Literally! There was a 
hole in the wall big enough to duck or slide 
through, but unlike Mario, this game had no 
ducking or sliding. This didn't make any 
sense! We did everything right, and yet, we 
weren't being rewarded. What did we miss? 

Only by defying conventions and engaging 
in a relatively new gameplay strategy called 
"backtracking" did we eventually run left, all 
the way past the first screen, to discover a 
... glowing ball? Touching it caused some 
music to play, but beyond that, it seemed to 
have no outward effect, and now we were 
totally stuck! Only by flailing in panic did we 
accidentally discover that pressing down now 
made Samus turn into a ball. Now we could 
escape! Is this how we could get through that 
hole in the wall from before?! 

Our curiosity levels blew through the roof, 
and we spent the next two months digging 
into every part of Metroid, shocked by how 
illogical the game could be and amazed by 
the secrets we'd find. It felt like we were 
adapting to a living, breathing world, a place 
that felt real and unreal at the same time. 
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METROID Il: RETURN OF SAMUS 


FOLLOWING THE FAN game AM2R and 
with Samus Returns on the horizon, the 
space hunter’s sophomore expedition has 
drawn quite a bit of attention. Who wouldn't 
be curious about the 1991 Game Boy original 
and the fervent desire to update it for the 
contemporary age? 

Like Super Mario Bros. 2 and The 
Adventure of Link, Metroid II was one of 
those direct Nintendo sequels that received 
high praise upon release but later developed 
a reputation as the "black sheep" of its fran- 
chise. Retrospectives have leveled criticism 
at the Game Boy hardware for limiting the 
overall experience — in particular, how the 
monochrome screen and sparse environ- 
mental detail made it extremely easy get 
lost, despite how linear the adventure was 
compared to other installments. Then again, 
is that really an issue in a series hailed for 
how effectively it conveys a sense of isola- 
tion on an alien world? 

Imagine: It's late at night in the Summer 
of 92. You sit in bed, blanket over your head, 
Game Boy in hand with only a flashlight for 
illumination. As you navigate the desolate 
Metroid homeworld SR388 to an almost 
completely ambient soundtrack, the fear 
slowly creeps toward your extremities. You 
spot the molted husk of a Metroid larva — a 
Gamma Metroid is just around the corner. 
Your heart stills for but a moment as the 
music builds to a cacophonous climax, then 
the battle commences... 

When viewed from that angle, what many 
consider technical shortcomings become the 
game's greatest strengths. Metroid II could 
possibly be more players' favorite Metroid if 
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they were simply willing to get into the 
proper frame of mind! 

Beyond its triumphs in atmosphere and 
tension, Metroid II introduced many 
elements that are now franchise staples. The 
titular Metroids were given a menacing evo- 
lutionary chain — the nimble Alpha, the 
electricity-generating Gamma, the reptilian 
Zeta and the all-powerful Omega. Ruling 
over all is the Queen Metroid, a beast so 
intimidating that the game won't even allow 
you to pause to catch a breather during your 
ultimate confrontation! These creatures were 
too awesome to be restricted to a single 
appearance, hence why an Omega Metroid 
would later serve as the final boss in Metroid 
Fusion, while a Queen Metroid would worm 
her way into Other M. 

To combat these cosmic threats, Samus' 
arsenal was expanded as well. The Spazer 
and Plasma Beams gave her trusty Arm 
Cannon a power-up, while the Morph Ball 
saw some improvements with the Spring Ball 
— jump in pill bug form! — and Spider Ball — 
roll up and across walls and ceilings! And we 
can't forget the Space Jump, which when 
combined with the Screw Attack turned 
Samus into an infinitely somersaulting 
buzzsaw of death! 

But most significant was the change to the 
Varia Suit. In the original Metroid, the Varia 
upgrade gave Samus' normally orange Power 
Suit a subtle pink finish. For the sequel, she 
underwent a radical transformation that 
pumped up her frame and blessed her with 
beefy new shoulder pads. This muscular 
form would become her signature look in 
nearly all games to come! — TONY 
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PLAYING IT 
TODAY 


While the new Metroid: 
Samus Returns will offer a 
modern retelling of this 
same chapter of Samus’ 
ongoing story, there’s abso- 
lutely a real value in going 
back to play this original 
version as a companion 
piece and point of compari- 
son for the snazzy new 
remake. Going totally old- 
school may be a bit hard to 
achieve now, more thana 
quarter-century after the 
Game Boy game's arrival on 
store shelves back in 1991 — 
but a trip to eBay could be 
all you'd need to claim a 
copy of the original car- 
tridge and even a classic 
Game Boy to play it on. If 
you snag just the cart itself, 
it's playable on every itera- 
tion of GB hardware up to 
the Game Boy Advance SP 
(and the backlighting's nice 
on that model). Beyond 
that, though, the most eco- 
nomical and easiest solution 
today is downloading 
Metroid II as a 3DS Virtual 
Console title. It's only $3.99! 
That's incredibly cheap for a 
game of this great degree of 
historical importance. And, 
even better, the Restore 
Point feature built into the 
3DS VC helps mitigate the 
extreme challenge of some 
of the final portions of 
Return of Samus, like the 
insane, mega-challenging 
final boss battle. 
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APRIL 18, 1994 


PLAYING IT 
TODAY 


Ah, Super Metroid! This 
masterpiece of Nintendo 
video game design has been 
so highly praised for so 
many years at this point 
that there’s a good chance 
you've already found a way 
to play it for yourself. But if 
you haven't, you absolutely 
must! (It’s one of the 
required classics you need 
to experience in order to 
declare yourself a true 
Nintendo fan.) On its 
original SNES cartridge 
format, it received multiple 
print runs starting in 1994 — 
tracking down one of them 
and an actual SNES system 
is certainly still a great way 
to play this great game. 
More modern solutions 
include the game’s digital 
re-release as a Virtual 
Console title on the Wii, Wii 
U and New Nintendo 3DS 
family of systems. In each of 
those downloadable 
formats, the game is priced 
at just $7.99 — a total steal 
for a masterpiece of this 
magnitude. And buying 
through one of those 
eShops would have been 
our final recommendation 
here, were it not for the 
recent reveal of the SNES 
Classic Edition! That new, 
mini-sized re-release of the 
Super Nintendo hardware 
will follow this issue’s 
release by just a few weeks, 
and Super Metroid was one 
of the 21 titles selected for 
its pre-loaded roster. Learn 
more starting on Page 50! 


SUPER METROID 


THE SUPER NES has carved out quite a 
reputation for itself among long-time 
gamers. While the NES introduced plenty of 
classic franchises to the world, its 16-bit suc- 
cessor took those basic concepts and 
polished them to a fine sheen. And there 
may not be a better example of this upgrade 
in action than the legendary Super Metroid! 

Storywise, Super Metroid picks up right 
where Metroid II left off, with Samus’ hatch- 
ling Metroid being taken in for research. Our 
heroine quickly recounts the events of the 
first two games to the player, and then 
rushes off to action once a distress beacon 
summons her. As it turns out, Mother Brain, 
Ridley and the rest of the Space Pirate scum 
have captured the young Metroid and taken 
it to clone and create their own bioweapon 
arsenal, so it's up to Samus to save the 
universe for a third time. 

Exploring the labyrinthine caverns of 
Planet Zebes (previously the setting of the 
first Metroid) is more enjoyable than ever 
due to the subtle guidance of intelligent level 
design and quality-of-life improvements such 
as an on-screen map. The identical rooms 
and overly tall corridors of the original 
Metroid have been smoothed out to make for 
one of Nintendo's most eerily compelling 
worlds. As is fitting for a 16-bit hostile 
planet, the bosses and environments are 
larger and more elaborate than ever, so it's 
fortunate that players have a variety of new 
tools at their disposal. Some of Samus' most 
memorable items made their debut here, 
such as the Speed Booster, Grapple Beam, 
Super Missiles, Power Bombs, X-Ray Scope 
and Gravity Suit. 


The storyline is fairly straightforward, but 
it's told in a smart, forward-thinking way — 
almost everything in the game unfolds 
during playable sequences, meaning there's 
a minimum of non-interactive cutscenes and 
monologues that take you out of the action. 
The heartfelt and brutal climax is similarly 
wordless and only benefits more from this 
subtle approach. 

Once the credits roll, players are treated 
to one of three different endings, where 
Samus removes her armor based on how fast 
the game is completed. And with this 
emphasis on speed via completion time, 
Super Metroid was one of the pioneers of a 
whole new type of gameplay approach: 
speedrunning! While it was possible to get 
the best ending simply by playing normally, 
the developers craftily hid some secret 
moves in Samus' arsenal that allowed them 
to take crazy shortcuts through the game. 
Built on the strong foundation of the intri- 
cate bomb jump from the original, this 
design philosophy is best manifested in the 
wall jump. This tricky maneuver, when per- 
formed perfectly, lets players essentially 
scale walls at their leisure, skipping over 
large sections of the game and enabling 
players to go "out of order." For the right 
type of player, it's great fun, and it's impres- 
sive how the developers didn't feel the need 
to gate off this sense of freedom. Due to the 
strong core game mechanics, Super Metroid 
is still one of the most popular speed- 
running games today, with a current world 
record of under half an hour. (I’m pretty 
proud of my own record for this one, 
actually, at 0:56!) - MATTHEW. 
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METROID FUSION 


EVEN THOUGH IT was released way back 
in 2002, Metroid Fusion is still the most 
recent story entry for Samus Aran in the 
long-running series (chronologically, that is). 
The bounty hunter finds herself saved by a 
Metroid again, but this time, it’s in the form 
of a DNA-splicing vaccine after she’s infected 
by this sequel’s new threat, the X Parasites. 
After hunting Metroids for years, here she’s 
fused with one. Samus is now part Metroid. 
Following Super Metroid canonically upon 
release, Samus returns to SR388 (the planet 
from Metroid 11). X Parasites are thriving 
there thanks to her having killed off their. 
predators, the Metroids, in the original Game 


Boy title. And that comes back to bite Samus. 


The results of this sticky situation lead to 
the organic, colorful and sleek new Fusion 
Suit, as well as X Parasites overrunning a 
space station in orbit above SR388. Samus, 
as always, is ready to save the day. 

The bounty hunter boards the station — a 
research facility featuring six separate areas 
— and finds not only the X, but also the SA-X 
(basically a creepy clone of Samus). The SA-X 
serves as a frightening figure popping up 
throughout Metroid Fusion. As such, the 
alien replica adds a fresh twist of tension to 
the franchise. 


But in general, Metroid Fusion feels like a 
traditional 2D installment in the series. There 
are power-ups. There are new beams. There 
are bosses. There's a labyrinth-like map and 
world to gradually explore and then back- 
track through. 

What was unconventional with Metroid 
Fusion, at least for the time, was its focus on 
story and objectives. Samus receives 
guidance from a computer in the game. 
While this A.I. assistant is integral to the 
story, there's no doubt its advice gets 
annoying. Plus, part of the fun with the 
series is stumbling upon secrets and exotic 
locales on your own, not being guided by a 
big glowing dot on the map! 

In retrospect, this narrative approach 
foreshadowed Metroid: Other M, which 
usurped Super Metroid and became the 
chronological predecessor to Fusion. That 
game, though, definitely went too far in the 
guided gameplay direction for most — Fusion 
seems to find a better balance. 

Sadly, Metroid Fusion hasn't seen a proper 
sequel in 15 years. While the franchise has 
seen varying degrees of success in the 
meantime — the highs of the Prime Trilogy, 
the lows of Federation Force — there hasn't 
been a strictly sidescrolling game to build off 
Fusion's streamlined and futuristic approach. 
Fusion is a fast and challenging experience, 
boasting a beautiful neon style. 

The game's finale sees Samus destroying 
the space station — and SR388 as well. That 
means there are undoubtedly significant 
repercussions in its aftermath. The Metroid 
home planet is gone, along with, apparently, 
all of the X Parasites. 

Samus will never be the same following 
her infection, but we're still waiting for what 
happens next. Here's hoping, like the Fusion 
Suit, her future is neon bright! — EVAN 
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PLAYING IT 
TODAY 


As a Game Boy Advance 
game, there are tons of dif- 
ferent ways to play Metroid 
Fusion. GBA cartridges are 
compatible with several dif- 

ferent revisions of Game 

Boy hardware, from the 

original Advance to the 
backlight-equipped GBA SP 

and on to the teeny-tiny 
Game Boy micro. An original 
Metroid Fusion cartridge 
can also be played on a TV 
by way of a GameCube 
console with a Game Boy 
Player peripheral snapped 
onto its undercarriage, as 
well as both the original and 
Lite models of the Nintendo 
DS. That's versatility! Out of 
all those legacy options, 
though, I'd say a GBA SP is 
the best option. Or an 
original, non-backlit GBA 
unit if you want to be really 
authentic, since the SP was 
not yet available when 
Fusion first went on sale in 
2002! Beyond playing an 
actual cartridge, though, 
there's the incredibly 
affordable and gorgeous Wii 
U Virtual Console version to 
consider. It's only $799 to 

download from the Wii U 
eShop, and GBA emulation 

on the Wii U is so spot-on 
spectacular that you might 

never want to play Fusion 

portably again after wit- 
nessing it in widescreen, HD 
wonder on your big screen! 
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PLAYING IT 
TODAY 


Samus Aran's first 3D 
adventure was immediately 
recognized as a masterpiece 

upon its release, and 

Nintendo did everything 
they could to get it into as 

many players’ hands as 
possible. That means lots of 

different print runs of its 

GameCube disc were 
pressed — in addition to its 

launch edition, it hada 
Player’s Choice edition sold 
for a reduced price later on, 
it had a combo release with 
The Legend of Zelda: The 
Wind Waker, it had a release 
that also included a demo 
disc for Metroid Prime 2: 
Echoes and it was offered as 
a pack-in game for some 
GameCube hardware 
bundles. Basically, if you 
want to play Prime in its 
original GameCube incarna- 
tion, there are plenty of 
copies out there in the wild! 
Beyond those, though, the 
game also got an incredible 
re-release on Wii as part of 
the Metroid Prime Trilogy 
compilation in 2009. That 
version overhauled the 
controls to introduce Wii 
Remote aiming, bringing it 
in line with Prime 3! 


METROID PRIME 


BY THIS POINT in her franchise’s history, 
Samus had made a Career out of overcoming 
overwhelming odds. However, even the 
series’ most ardent supporters questioned 
whether the bounty hunter could succeed on 
her latest mission: navigating the delicate 
transition into three dimensions. While 
Nintendo’s other flagship properties made 
the jump to 3D during the Nintendo 64 era, 
Samus sat dormant for nearly a decade fol- 
lowing the release of Super Metroid (barring 
an appearance in Super Smash Bros.). Fans 
were ecstatic to learn that the bounty hunter 
would be coming out of her early retirement 
for the console’s successor, the GameCube, 
though that excitement quickly turned into 
trepidation when word got out that the game 
would not be developed internally at 
Nintendo, as all of the series’ previous 
installments had, but rather by an untested 
American studio. Even worse, the game 
would be a first-person shooter, a genre that 
favored tense gunplay and twitchy reflexes — 
the complete antithesis to the methodical 
exploration for which Metroid had become 
renowned. 

Nintendo did its best to assuage fans’ 
concerns, Clarifying that Metroid Prime (as 
the American-developed entry would eventu- 
ally be christened) was still first and 
foremost an adventure game, despite its 
first-person perspective — but after nearly a 
decade of waiting for the series’ first 3D 
installment, a heavy burden of expectation 
fell on it, and there was little reason to 
believe it could possibly live up to its 
promise. 

Of course, once the game finally arrived in 
November 2002, fans quickly learned how 
unfounded their fears were. Not only was 


Metroid Prime a fantastic title in its own 
right, it marked a new high point in the 
acclaimed series. In Retro Studios’ capable 
hands, Metroid made the same masterful 
transition into 3D that the Super Mario and 
Legend of Zelda franchises had on Nintendo 
64, taking its core gameplay and translating 
it into a new dimension with such deft that 
that it felt like a natural evolution for the 
series. Just as Nintendo had said, despite its 
first-person perspective, Prime still empha- 
sized exploration above combat — only now 
fans got the opportunity to literally put on 
the bounty hunter’s helmet and see the 
haunting alien world of Tallon IV as she did. 
In fact, the first-person perspective ended 
up becoming the game’s most distinctive 
feature, drawing players into breathtaking 
environments like never before. Planet 
Tallon IV was certainly a far cry from the 
overtly alien landscapes of Zebes or even 
SR388, but it was arguably even more 
immersive thanks to Retro’s impeccable art 
direction. From the moment Samus arrived 
at the derelict Space Pirate frigate hanging 
in the planet's orbit, fans were immediately 
taken in by the game's palpable atmosphere. 
Through Samus’ eyes, the first-person per- 
spective even played an integral role in the 
gameplay, as players could acquire and 
switch between different visors to discover 
secrets and navigate the world. The Scan 
Visor in particular was a brilliant addition to 
the series — with it, players could scan nearly 
every object and enemy they encountered on 
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METROID: ZERO MISSION 


WHEN IT COMES to the Metroid franchise, 
no other game has a higher barrier to entry 
than the original. No save files (unless you 
happen to be playing on the Famicom Disk 
System), countless corridors that all look 
alike, no maps, and the only way to refill 
your energy and missiles is to grind enemies 
for them — even after dying or using the 
rather complicated password system. 

With all that in mind, it's little wonder that 
many players who were being introduced to 
the series years ago would start with Super 
Metroid, which effectively remedied all of 
those problems. If only the original Metroid 
were more like its Super sequel, then maybe 
more people would be open to playing it? 

Apparently, someone at Nintendo must 
have had that very thought, as 2004 saw the 
release of a full Metroid 1 remake in Metroid: 
Zero Mission for the Game Boy Advance. 

In addition to remedying the numerous 
underlying gameplay and quality-of-life 
issues plaguing what is still regarded as an 
iconic classic of the Nintendo Entertainment 
System library, the developers at Nintendo 
R&DI also took the opportunity to expand 
upon the backstory of Samus as she returned 
to the planet where, we would learn, she had 
been raised by the Chozo years ago. Despite 


this, cutscenes are fewer in number and 
briefer than those found in the preceding 
GBA title, Metroid Fusion. 

While familiar setpieces and power-ups 
were included in this remake/reimagining, 
much of what players encountered in Zero 
Mission felt new, yet familiar. For instance, 
power-ups such as the Super Missiles, Power 
Bombs and Gravity Suit are brought into the 
mix here, while original Metroid bosses 
Ridley and Kraid appear in forms more like 
those seen in Super Metroid than their 
original, shrimpy NES incarnations. 

But unquestionably, the greatest contribu- 
tion Metroid: Zero Mission makes to the 
Metroid lore actually comes after Mother 
Brain is defeated and Samus escapes 
Tourian. It's at this point that a new, previ- 
ously unseen chapter of Samus' adventures 
is brought to life, adding a fair chunk of not 
only time, but challenge to the game. Most 
important of all, this is where Metroid fans 
old and new alike were first introduced to 
Samus' famed "Zero Suit." 

Retroactively named in Super Smash Bros. 
Brawl for its debut in Metroid: Zero Mission, 
Zero Suit Samus would go on to become a 
separate fighter from her armored form, and 
this alternate costume has become almost as 
iconic as Samus' Power Suit, appearing in 
various other games, cameos and even mer- 
chandise. As such, it's also become the 
default under-armor attire for Samus in each 
subsequent release, following her frequent 
changes of clothing with each game prior. 

Of course, while Zero Mission has largely 
supplanted the original's place in the series' 
canon, Nintendo isn't so quick to forget it. In 
addition to its various other re-releases, 
completing Metroid: Zero Mission will unlock 
the original Metroid, allowing newer fans to 
see where it all truly began. - DAVID 


PLAYING IT 
TODAY 


As with Metroid Fusion, the 
best way to recapture the 
Circa-2004 experience of 
playing Zero Mission today 

is to track down an original 
cartridge and play it on a 

Game Boy Advance or Game 

Boy Advance SP - the SP in 
particular being the way 
most hardcore fans at the 

time played it, as that slick 

revision of the GBA was the 
current top-of-the-line 

portable at the time of this 
game's release. Later in 

2004 the first version of the 

DS was launched, complete 

with a built-in GBA cart slot 

— but | wouldn't recommend 
anyone revisit the DS Phat 
today. No, if you're looking 

beyond an original cart and 

GBA setup, look again to the 
Wii U Virtual Console. Like 

Metroid Fusion, Zero 

Mission is also on sale in the 
Wii U eShop for only $7.99. 

Though we had to wait quite 
a while for it to make its 
debut there! Fusion went 
live on Wii U in April 2014, 

but Zero Mission didn't join 

it on the digital shelves until 

last year - Nintendo had us 
sweating all the way until 
January 2016, waiting for 

this excellent Metroid 1 
remake to get its first re- 
release. And perhaps it's 
best played ona TV? It isa 
remake of a TV-intended 
title, after all. 
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PLAYING IT 
TODAY 


By the time Metroid Prime 
2: Echoes came around, it 
was Clear that Nintendo’s 
GameCube would be finish- 
ing its hardware generation 
in last place. It wasn't the 
system's swan song by any 
stretch, as the Wii didn't 
take over until two years 
later — but it was one of the 
companies' last grabs at the 
hardcore gamer demo- 
graphic before they 
switched focus to families 
and the casual audience in 
the following gen. Prime 2's 
unique split-screen multi- 
player mode was made with 
hardcore gamers in mind, 
and makes it a bit more dif- 
ficult to re-experience to its 
fullest extent today — 
getting your hands on a 
Cube disc is simple enough 
via the secondhand market, 
but you'll need a full set of 
four Cube controllers as well 
to relive the Holiday 2004 
Metroid fan experience. As 
with Prime 1, though, Prime 
2 can also be played with 
motion controls via the 
Trilogy re-release on Wii. 
For that version you'll need 
four Remotes and four 
Nunchuks to blast your pals! 


METROID PRIME 2: ECHOES 


WHILE METROID PRIME would go on to 
become one of the most critically acclaimed 
and beloved installments in the series, its 
first sequel, Metroid Prime 2: Echoes, would 
be met with a bit more scrutiny. That's not to 
Say the game was necessarily worse; on the 
contrary, it had all of the ingredients that 
made its predecessor such a remarkable and 
engrossing experience. This time, however, 
the adventure was darker, more challenging 
and altogether more hostile, making it the 
proverbial black sheep of the Prime trilogy. 

The game is set several months after the 
events of the first Metroid Prime. Having 
defeated the source of Tallon IV's Phazon 
corruption, the eponymous Metroid Prime, 
Samus is deployed on a mission to the planet 
Aether. Like Tallon IV before it, Aether was 
devastated by a meteor that infected the 
planet with the same Phazon mutagen that 
slowly poisoned the Chozo homeworld. Here, 
however, the impact had a much more star- 
tling effect — it tore the planet into two 
distinct dimensions: a light world and a dark 
world. The former was the domain of the 
Luminoth, a gentle, highly advanced alien 
race not unlike the Chozo; the latter, 
however, was inhabited by the Ing, a species 
of shadowy, amorphous beings that could 
shapeshift and possess other creatures. The 
two races waged war against one another, 
and by the time Samus arrived on the planet, 
the Luminoth were on the brink of extinction 
and Aether had nearly been taken over by its 
dark counterpart. What was to be a simple 
search-and-rescue mission turned into a 
struggle for the fate of the planet. 

Right from the outset, Metroid Prime 2 
made it clear that it's a much more serious 
adventure than its predecessor. Not only are 


the stakes higher, the setting itself feels 
much less inviting. The gentle, soothing rain 
that welcomed players to Tallon IV and 
beckoned them to explore the planet was 
absent on Aether; instead, players were 
greeted by dry, arid canyons and claustro- 
phobic caverns. Furthermore, each major 
area of the planet was even more discom- 
forting than the last, from the lifeless dunes 
and overcast skies of the Agon Wastes to the 
dreary, relentless rains of Torvus Bog. Even 
the planet's final major area, the Tron-like 
Sanctuary Fortress, was inhabited by all 
manner of hostile robots that wasted no time 
attacking the bounty hunter on sight. 

But the most ominous — and most divisive 
— aspect of the game was Dark Aether. Like 
the classic Legend of Zelda game A Link to 
the Past, Metroid Prime 2 tasked Samus with 
navigating two parallel versions of the same 
world, using portals she'd find in the envi- 
ronment to travel back and forth between 
Aether and its twisted facsimile. As hostile as 
the light world could be, its dark counterpart 
was even more foreboding. The heavy purple 
skies and drab environments made every 
trek to Dark Aether a threatening one, where 
simply being exposed to the caustic air 
caused Samus to sustain damage. 

Still, as dreary as Dark Aether could be, it 
only further accentuated the game's unwel- 
coming atmosphere, and it was balanced out 
by the title's brilliant boss and level design. 
The boss encounters in particular stand as a 
highlight; not only were they more numerous 
than before, they were considerably more 
varied and creative. In all, Metroid Prime 2: 
Echoes was a polarizing but certainly worthy 
follow-up that came close to matching its 
brilliant predecessor. — KEVIN K. 


SEPTEMBER/OCTOBER 2017 


FEATURES 


31 


De 


<$ 


НИНЕН 


ƏIIIIIIIIIIIIIIIIIII 


" 
" 


METROID PRIME PINBALL 


THE SUPER SMASH BROS. series used to 
be the most exclusive club that any Nintendo 
character could ever hope to join, but these 
days, it seems the only prerequisites for 
becoming a member are a sword and a 
pretty face. With over 50 playable fighters 
and nearly as many assist trophies, 
becoming a Smash Brother isn't the same 
badge of honor that it used to be. Instead, 
today's Nintendo mascots are more likely to 
brag about how many pinball games they've 
starred in! Mario has appeared in three, 
Pikachu and his Pokémon pals have two, and 
Kirby has just the one. Believe it or not, 
that's almost the end of the list! Even Link, 
one of gaming's biggest icons, apparently 
doesn't have what it takes to enter the 
Nintendo Pinball All-Stars pantheon. 

That's part of what makes Metroid Prime 
Pinball such an anomaly. Before being 
neglected for years, Samus had a small 
window of time where Nintendo treated her 
like a queen. Between 2002 and 2005 she 
had two Game Boy Advance games, two 
GameCube titles and, you guessed it, a 
DS-exclusive pinball adventure! Metroid 
Prime Pinball even came bundled with a 
special Rumble Pak, the first of its kind for 


the DS. That’s how confident Nintendo was in 
Samus’ power to get people physically 
excited about virtual pinball! 

Sadly, the game was a flop, selling less 
than 20,000 copies in its first six months. 
Maybe that’s because the Metroid games are 
known for their expansive environments and 
copious opportunities for exploration, while 
pinball is... not. It’s a shame though, as 
Metroid Prime Pinball is an excellent game, 
true to its source material and unafraid to 
push boundaries. Despite being confined to 
just six boards, it managed to recreate the 
story of the original Metroid Prime pretty 
seamlessly. The only difference is, Samus 
stays in Morph Ball mode most of the time — 
though she does unfurl every once in a while 
to unload a flurry of arm cannon blasts onto 
various foes. There are even boss fights 
against dastardly villains like Thardus, Meta 
Ridley and, eventually, the Metroid Prime 
itself! 

Playing through all of Metroid Prime isa 
joy, but it takes a while. If you only have time 
for a condensed version of the game, and 
you don’t hate pinball, then you won't regret 
"tilting" your face into this spherical spin on 
the same story. — JONATHAN 
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PLAYING IT 
TODAY 


Unfortunately, unlike every 
other game throughout the 
rest of the Metroid series 
and Samus’ career, Metroid 
Prime Pinball has never 
been re-released. Dozens of 
first-party Nintendo DS 
titles have be reissued 
digitally as Virtual Console 
titles on the Wii U, including 
the next game we'll be 
remembering, Metroid 
Prime Hunters. Samus’ 
pinball title has been 
ignored in that regard, 
though! It’s one of only a 
handful of first-party DS 
games to not get the Wii U 
VC treatment, and that's 
especially problematic in 
this situation since, as just 
noted, Metroid Prime 
Pinball only moved a very 
small number of physical 
cartridge copies during the 
time it spent on retail store 
shelves. Now, over a decade 
later, that small volume of 
copies that were actually 
purchased years ago are 
providing the thin popula- 
tion of possibilities for re- 
purchase through eBay, 
Amazon and other online 
outlets. If you want a 
complete Metroid series col- 
lection, you may have to 
pony up a pretty penny to 
score a Pinball cartridge 
joined by its packed-in 
Rumble Pak! (Perhaps the 
lack of the Pak is why the 
game hasn't gone digital?) 
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PLAYING IT 
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Metroid Prime Hunters is a 
curiosity for collectors, 
because its experience was 
released in two parts. The 
full game that released in 
2006 was preceded by a 
small demo called Metroid 
Prime Hunters: First Hunt 
that was contained on its 
own DS cartridge. It wasn’t 
sold separately, though — 
rather, it was included as a 
free pack-in game with the 
original, chunky model of 
the Nintendo DS that went 
on sale on November 21, 
2004. You don't really need 
to play First Hunt unless 
you're wanting to be a 
10096 completionist and 
gather together all things 
Metroid, but if you are, then 
tracking down one of those 
cartridges is your only 
option. The full game of 
Hunters, meanwhile, can be 
played via cartridge or — 
unlike Metroid Prime Pinball 
over there — downloaded as 
a Wii U Virtual Console 
game for $9.99. Playing DS 
games via the Wii U and its 
GamePad is a little odd, but 
there are lots of different 
screen display options to 
choose from, and the price 
is certainly right. The only 
drawback there is that you'll 
miss out on the multiplayer 
action that was such a big 
part of the '06 experience. 
(There may be no recaptur- 
ing that today, though.) 
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ONE OF THE great things about the 
Metroid series is that you can always count 
on it to appear in both console and portable 
forms. Even recently, when all hope was lost 
for another core Metroid entry from any 
arena, a 3DS and Switch version sprung up at 
E3 with Samus Returns and Metroid Prime 4 
respectively. It’s crazy how it all works out in 
the end, but looking into the history of 
Samus on portables gives us a little more 
perspective into how well the franchise has 
always worked across multiple mediums. 
Enter Metroid Prime Hunters. 

Even in 2006, Nintendo fans couldn't get 
enough of Metroid Prime. The first two 
games had already released and given us a 
captivating storyline that took place between 
the first two Metroid games (on NES and 
Game Boy), and while the public was anx- 
iously awaiting Corruption, the conclusion of 
the Prime trilogy, we got Hunters on the 
Nintendo DS in the meantime. 

Borrowing the first-person dark aesthetic 
from its subseries, Hunters added in some 
multiplayer modes (which were surprisingly 
advanced at the time, with online play and 
voice chat) and stayed mostly true to its 
roots, albeit with a more shoot-'em-up focus. 
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It was a welcome mixture of the feel of the 
original games with the thematic elements of 
Prime, albeit somewhat limited by the tech- 
nical abilities of the DS. 

I was in the camp that didn't particularly 
fall in love with the control scheme, and 
while І can still manage it to this day, | do 
find myself wishing for a full-on Circle Pad 
Pro and nub attachment — somehow, 
someway, despite the fact that the technol- 
ogy wasn’t there until the 3DS. 

What was interesting about Hunters is that 
it fleshed out the idea of other bounty 
hunters operating out there within the 
expanse of the Metroid universe. While 
Samus has always been portrayed as a pro- 
tagonist, it was nice to see other hunters ina 
not-so-positive light, as the narrative 
involved competing against others who were 
attempting to steal an all-powerful relic. 

| can’t help but think that if Federation 
Force had been framed around the core 
Metroid story, it would have done better. 
Metroid Prime Hunters may have been 
flawed, but at the very least it gave us a little 
more insight into Samus’ deadly universe. 
Hey, if Prime 4 does well, we may even see a 
Hunters 2 some day! — CHRIS 
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METROID PRIME 3: CORRUPTION 


IT WOULD BE nearly three years before 
Retro Studios released its third (and thus far 
final) chapter in the Metroid Prime saga, and 
the developers sought to close the trilogy 
out in appropriately epic fashion: This time, 
the fate of the entire galaxy hung in the 
balance. Looking to stop the Space Pirates 
once and for all, the Galactic Federation 
enlisted the aid of Samus and three other 
renowned bounty hunters to launch a coordi- 
nated assault against the Pirate forces. Just 
when it seemed the Federation had the 
upper hand, however, Dark Samus — the 
menacing doppleganger born from Metroid 
Prime — resurfaced after its apparent defeat 
on Aether and unleashed a surprise attack 
on the bounty hunters, infecting them with 
volatile Phazon. 

With Samus now being slowly corrupted by 
Phazon, the Galactic Federation devised a 
new power suit that allowed her to harness 
this impediment to her advantage; by sacri- 
ficing some of her health, our hero can enter 
Hypermode, a superpowered state that 
increases her strength immensely — at the 
risk of taking her life. This became Prime 3’s 
signature gameplay hook. At any point in the 
game, players can inject their health tank 
with Phazon to enter Hypermode, gaining a 
temporary but potent boost in firepower. 
However, remaining in the state for an 
extended period of time will eventually kill 


Samus, adding a wonderful risk/reward 
dynamic to each confrontation. 

In fact, combat in general played a much 
more prominent role in Metroid Prime 3 than 
it did in the series’ previous installments, 
thanks in large part to the Wii Remote. The 
unique controller was perfectly suited to 
first-person shooters, and Corruption 
became the first major showcase for its 
gameplay benefits. Aiming and shooting 
were significantly more fluid than they’d ever 
been using the GameCube controller, 
allowing for a much greater degree of preci- 
sion than any control stick could afford. 
Moreover, the Wii Remote’s motion controls 
allowed players to perform a greater range 
of actions within the game. While most doors 
could be opened with a simple blast from 
your arm cannon, just as they could in the 
past, some required players to simulate 
pulling levers and disengaging locks in order 
to progress. 

However, the best use was reserved for 
the Grapple Beam. While the tool’s tradi- 
tional purpose was to swing across wide 
chasms, in Corruption it also took on a more 
offensive role. Players could fling the Wii 
Remote’s Nunchuk attachment forward to 
cast the beam, then pull it back in order to 
remove ап enemy's shield or rip off a metal 
grate from the environment. It was a brilliant 
addition to the series that made battles even 
more exciting and immersive. 

Like Echoes before it, however, Corruption 
ultimately had its share of flaws: its greater 
emphasis on story made the adventure much 
more linear than the previous two titles, and 
boss fights were underwhelming compared 
to the creative and challenging encounters in 
Prime 2. Still, Corruption proved to be 
another excellent title from Retro and the 
perfect capstone to one of gaming's best 
trilogies! — KEVIN K. 
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PLAYING IT 
TODAY 


As print copies of this issue 
make their way through the 
postal system to arrive in 
your mailbox, the 10th anni- 
versary of this superb Prime 
sequel will come and go. At 
just 10 years on the market, 
Prime 3 has not quite aged 
out of active availability — 
you can still find copies for 
sale through Amazon right 
now, for example (and for 
less than its MSRP was a 
decade ago, which is nice). 
Less easily found and pur- 
chased is the repackaged 
Metroid Prime Trilogy for 
Wii that we've mentioned on 
the pages of the prior 
Primes. In it, Prime 3 is 
unchanged from its original 
state, as motion controls 
and widescreen visuals were 
part of its design from the 
start. It’s Prime 1 and 2 that 
retroactively inherit this Wii 
sequel's DNA, and playing 
all three that way is the best 
way to go all around... at 
least until Nintendo does 
another re-release or 
remake of the set. And if 
you can't find Prime Trilogy 
on disc, then download it on 
Wii U! All three games are 
just $19.99 together. Score! 
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PLAYING IT 
TODAY 


If you missed out on buying 
your own copy of Other M 
back in 2010, worry not — 

there are thousands of fans 

out there who'd be eager to 
part with their copies for 
probably right around 
$2.00. That's a joke, of 
course, but one with a lot of 
truth to it — when major- 
name games launch and 
players find out the experi- 
ence isn't all it was hyped 
up to be, reselling skyrock- 
ets and the used game 
market explodes with extra 
copies that no one seems 
keen to give a lasting home. 

You don't even have to buy 
used with Other M, though! 
New copies are still avail- 

able, and for much less than 

the original MSRP. As of this 
writing, Amazon's happy to 

Prime-ship a pristine, mint- 
condition physical disc of 
Other M to your door for 

right around 16 bucks. If you 
go that route, the Wii disc 
will play on either a Wii or 
Wii U console. Your other 

option is to go digital, 
downloading Other M from 
the Wii U eShop. That ver- 
sion's a few dollars pricier: 
It'll cost you $19.99. 


Жу 74. 


EVEN THOSE PLAYERS who honestly 
enjoyed Metroid: Other M would probably 
admit that it maybe wasn’t the best thing for 
the series. In a post-Prime world Nintendo 
wasn’t quite sure what to do with Samus, and 
eventually they put their trust into one of the 
hottest action developers on the planet: 
Team Ninja. Now, before you scoff at that 
qualifier, remember that under Koei Tecmo 
they created Ninja Gaiden Black, one of the 
greatest action games ever made. So great, 
actually, that many genre fans even cite it as 
the current king, alongside classics like Devil 
May Cry 3 and Bayonetta! (As someone who 
beat Master Ninja mode back in the day, | 
can attest to its legacy.) 

But Metroid: Other M wasn’t destined to 
join in on that honor. In fact, it’s not even in 
the same conversation! So what went wrong? 
Well, standard Nintendo meddling could very 
well be at fault (just look at the accusations 
surrounding Star Fox Zero), but its biggest 
failing was its attempt at a narrative that 
added characterization to Samus. 

Samus as a concept just kind of works out 
of the box: She’s a take-no-prisoners bounty 
hunter in space. It sells itself. But over the 
years we've sort of gotten a nuanced look at 
her, what she’s willing to do and sacrifice, 
and as we've traveled with her on her 
exploits across the galaxy, we’ve grown up 
with her as human beings. 

Other M basically threw that out the 
window with a cringeworthy story that put 
Samus in the rear-view mirror. 

The biggest culprit was the "unlock" 
feature that limited what Samus could use. 
Not only was it strange, from a narrative 
standpoint, to see Samus handcuffed like 
this, but it also made the game less fun to 
play as you were slowly "allowed" to use cool 
features over time. While other games in the 
series use the same "reset button" concept, 


METROID: OTHER M 


it's grating here and а little too obvious given 
that it's built into the narrative. A narrative, 
mind, that was framed as a bad soap opera. 

I can get down with the idea of showcasing 
Samus' faults, but they went way overboard 
here. We've already seen Samus grow into 
this incredible force to be reckoned with, so 
why Team Ninja and/or Nintendo decided to 
regress the character to someone who con- 
stantly takes orders, I'll never know. I 
commonly joke that as long as you go make 
sandwiches during any of Other M's unskip- 
pable dialogue sequences, you'll probably 
enjoy the game. The adherence to a story 
that had to take place between Super and 
Fusion also stunted its ability to blossom into 
its own thing. (Then again this limitation 
didn't stop Hunters, but it didn't help.) 

But gameplay-wise? Other M had it going 
on. I adored the settings and revisiting 
classic enemies, but the aforementioned 
story hurdles made it really hard to truly 
enjoy those bits. 

I’m really interested in seeing how 
Nintendo plans on handling Samus’ person- 
ality in the future, whether it’s in Metroid 
Prime 4 (Samus Returns doesn’t seem to 
have a big focus on drama) or beyond. | think 
they could really stand to grow from the 
mistakes they made with Metroid: Other M 
back in 2010, but | firmly believe that the 
game itself wasn’t a mistake. — CHRIS 
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METROID PRIME: FEDERATION FORCE 


AND FINALLY, HERE we are. We've 
covered Metroid Prime: Federation Force 
quite a bit in NF, and recently too — it just 
launched one year ago. Of course, you might 
have missed it, as the one thing it will be 
remembered for was the extremely negative 
fan reaction surrounding its announcement, 
and the fact that many Metroid fans forgot 
about it immediately thereafter, or else 
actively boycotted it out of spite. 

The reason for their disgust? Well, it all 
comes back to the mighty Samus Aran — and 
the fact that she was not cast as the star of 
this spin-off adventure. Metroid games are 
synonymous with Samus, but Kensuke 
Tanabe and his team wanted to flesh out the 
universe around her, giving some insight into 


the operations of the Galactic Federation. In 
a reality where this superstar bounty hunter 
is always the one jetting from planet to 
planet and saving the day, what do the 
common low-level grunts of the galaxy’s 
army do with themselves? That was meant to 
be Federation Force. 

Fans weren't having it, though. And it's a 
shame! Because those who did push past the 
tone-deaf way Nintendo revealed this project 
and actually got a group of friends together 
to run through its four-player co-op 
campaign likely had a blast. It's an inventive, 
unique adventure that inherited the best of 
the previous Primes’ DNA. And hey, it also 
had the Blast Ball mode, a fun Nintendo-ish 
take on Rocket League! — LUCAS 
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PLAYING IT 
TODAY 


No special hunting required 
to find a copy of Federation 
Force to buy — it’s only one 
year old as we're publishing 
this issue. But if you were 
one of the ones who ignored 
it intentionally, consider for- 
giving it now that Samus 
Returns and Prime 4 are 
on their way! You and 
three pals could be 
having a blast! 


13 YEARS. WHEN Metroid: Samus 
Returns comes to the Nintendo 3DS on 
September 15, it will have been 13 
years since we last played a new 2D 
Metroid game. 

Technically, it’s been even longer — 
since you could make an argument 
that Metroid Fusion was the last new 
2D Metroid in 2002 — but if we go 
down that road, then it’s been 15 years 
and counting since the last Metroid, 
and that seems unfair to Metroid: Zero 
Mission’s brilliant and expansive 
remake, as well as the oozing poten- 
tial present in Nintendo’s latest 
Metroid remake of the 1991 Game Boy 
game Metroid II: Return of Samus. 

After a number of fan remakes 
(some totally brilliant), Nintendo is 
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revisiting the ambitious Game Boy 
game with help from the former 
Castlevania developers MercurySteam. 
Yoshio Sakamoto, who has worked on 
literally every single 2D Metroid — 
except Metroid II, oddly enough - is at 
the producing helm, working closely 
with MercurySteam as well as with a 
team at Nintendo made up of longtime 
internal developers who have worked 
alongside Sakamoto on Zero Mission, 
Metroid: Other M and much more. The 
thrust of the remake, according to 
Sakamoto, is to make Metroid II a little 
more palatable for the modern 
audience, as Metroid II is notoriously 
hard to get into thanks to its lack of a 
map and graphical limitations. Samus 
Returns keeps the game in a familiar 
2D perspective, but the assets are all 
3D models, allowing for more cin- 
ematic cutscenes and a shiny modern 
appeal. 

While the general flow of Metroid 11 
remains intact for Samus Returns, it's 
all been expanded. Like the original 
game, acclaimed bounty hunter Samus 
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Aran journeys to the Metroid home- 
world of Planet SR388 following her 
successful defeat of Mother Brain in 
the original Metroid. After setting 
down on the planet, she takes to 
defeating 40 Metroids, including 
varying forms of the creatures such as 
Alpha, Gamma, Omega and the fabled 
Queen. That's the goal, same as it was 


” 


іп "91. How you go about it in Samus 
Returns will be much different, 
however. 

First off, the map is expanded. The 
loose structure is still the same, but 
it’s been very much embellished. It 
appears that the developers took the 
skeleton of Metroid II and filled it with 
muscles, skin, hair and the like to 
make it a modern human. It looks 
prettier. More secrets are nestled 
throughout it. Samus’ journey has 
more variety and is easier to see. The 
map also is benefited by the nature of 
the 3DS, as it’ll always be displayed on 
the bottom screen. Somehow, 
Nintendo has been making a dual- 
screen system for 13 years and this is 
the first time a Metro... oh wait, | 
forgot. It’s been 13 years since the last 
2D Metroid. Still. 

The touchscreen map also lets you 
place map markers. This was actually 
a functionality the developers at 
MercurySteam introduced in their 
previous Metroidvania work, 
Castlevania: Lords of Shadow — Mirror 
of Fate, released on 3DS in 2013. It 
allows you to drop a pin on the map 
along with a brief note so you know to 
return to it later and also what you 
noticed. Map traversal should be 
easier overall thanks to the transport 
stations placed in different sectors 
that allow you to quickly warp 
between different areas. 

While the map and traversal are a 
major part of the Metroid experience, 
so is fighting enemies — and in Samus 
Returns, that familiar combat gets a 
major pair of tweaks in free-aiming 
and the melee counter. Instead of the 
stationary diagonal shooting from 
past games, players can now use the 
Circle Pad to aim in a full 360 degrees. 
In action, it's a little weird at first, but 
the free-aiming makes it much easier 
to specifically aim at enemies, which is 
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very helpful when hunting Metroids. 
When aiming like this, Samus’ weapon 
emits а red beam that changes color 
when lined up to hit an enemy. In the 
brief demo | played, | was able to 
make use of that aiming to knock 
down creatures that were off-screen. 

The melee counter doesn’t have a 
prior analogue in typical 2D Metroids, 
but likely traces its origins back to 
Other М5 action-focused combat. 
When an enemy goes to rush you, you 
can time a button press to swat them 
back with your arm and open them up 
for a serious counterattack. This was 
especially helpful with early Metroid 
fights, and from seeing some later- 
game scenarios, it seems like the 
melee counter will be useful but not 
overpowering through the adventure. 
What makes the melee counter so 
interesting is that it truly does solve a 
problem with prior Metroid games. 
Usually, combat is ranged since Samus 
was most effective at a distance, firing 
weapons at foes. This adds a much- 
needed tool to her repertoire, making 
her a more well-rounded fighter. (And 
it does kind of tie into some of Samus’ 
Smash Bros. attacks to boot.) 

That’s not all that Samus Returns 
adds, though, as Aeion abilities are а 
new trick that can be slid up Samus’ 
arm cannon sleeves. These totally 
optional abilities are first found early 
on in Samus’ journey through SR388. 
The first one you acquire is Scan 
Pulse, which reveals the map around 
you, helping you suss out potential 
secrets but still not explicitly pointing 
them out. For example, you might find 
out a hidden area is beneath you — but 
you won't know how to access it. The 
other Aeion ability shown so far is 
Lightning Armor, which is especially 
helpful against bosses, as it provides a 
defensive boost. These are all tied to 
the new Aeion Meter, which is only 
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used for these powers. 

In addition to all of the new 
elements, Samus Returns also features 
classic power-ups, some of which 
never even appeared in the original 
Metroid II. For example, Samus can 
hang on ledges, something only intro- 
duced in Metroid Fusion. Instead of 
starting with the Morph Ball like you 
did on Game Boy, it's now one of the 
first power-ups you come across. The 
Charge Beam, which first appeared in 
Super Metroid, is also found early on. 
The Grapple Beam, also from Super 
Metroid, shows up later on. Some of 
Metroid II’s unique power-ups аге 
reinvigorated, too, with the Spider Ball 
being its dominant, nearly unre- 
stricted self again. 

If you're curious about what the 
new (and old) Metroid-themed amiibo 
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do in Metroid: Samus Returns, flip 
back to Page 11 for a breakdown of all 
that. You might want to have your 
Varia Suit on, though, since the discus- 
sion around the amiibo has gotten 
heated. Exclusive content is being 
locked behind each of the four amiibo, 
including artwork and sound tests. The 
most egregious example is Fusion 
Mode, hidden behind the adorably 
squishy Metroid figure. Fusion Mode, 
as far as we can tell, is an additional 
difficulty mode that is harder than the 
already-included Hard Mode and also 
puts Samus in her Fusion Suit. This 
isn’t the first time a Metroid game has 
locked content behind additional pur- 
chases, though. Back in 2002, the 
Fusion Suit and the original NES 
Metroid were available in Metroid 
Prime if you connected Metroid Fusion 


to it, and in 2004, an image gallery 
was locked in Metroid: Zero Mission 
until you linked it to Fusion. 

And as we near the launch of 
Samus Returns, that’s what we know 
of the Metroid series’ next entry. Who 
knows what other secrets might be 
hidden in this 3DS adventure? After 
all, Metroid: Zero Mission introduced 
Zero Suit Samus in an extended 
sequence near the game's conclusion. 
Could something similar be in store for 
Nintendo and MercurySteam's collabo- 
ration? We'll find out soon enough, 
just like we'll find out if Samus will 
truly return to form in this game, 
hopefully paving the way for another 
new 2D Metroid to arrive sometime 
sooner than 13 years from now. The 
future of Metroid is looking bright for 
the first time in a decade! — NEAL 


samiibo: 


THE AMIIBO TWO-PACK 


We've mentioned the Samus Returns amiibo several times now, 
but here’s one last look so you can see the exact packaging you'll 
be hunting for when those store doors open up on September 15. 

Samus and the Metroid aren't sold separately! $29.99 for both. 
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THE SAMUS EDITION 305 


The new pair of amiibo isn’t the only optional extra purchase 

accompanying Samus Returns to store shelves — you can also 

pick up this brilliant Samus Edition New Nintendo 305 XL. It'll 
run you $199.99 (and note that the game isn't included). 
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THE LEGACY EDITION 


Finally, if you really want to bring home every possible extra 
launching alongside Samus Returns, you'll need to turn your 
attention overseas. We in North America are getting a Special 
Edition, but a soundtrack CD is its only bonus. In Europe, though, 
the "Legacy Edition" has the CD, an artbook, a keyring, a Gold S 
Samus pin, a SteelBook case and a download code for Metroid II! 
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AXIOM VERGE: 
MULTIVERSE EDITION 


EAGER, STARVING METROID 
fans will most likely rip copies of 
Samus Returns off store shelves on 
September 15 and then be unable 
to keep themselves from playing it 
to completion in a matter of days 
(if not just a few hours). Once the 
Samus Returns experience is over, 
though, the wait for the next 
Metroid — Prime 4 — could be 
another few years! Clearly, some 
other Metroid-ish content will need 
to fill that gap, and, luckily, we'll be 
getting another fix just one month 
later! 

Many of you are already familiar 
with Axiom Verge from its debut in 
the Wii U eShop just one year ago. 
We even got to interview its creator 
in NF #23! But almost as soon as 
that version went live, Nintendo 
fans looked ahead to "the NX" and 
hoped Tom Happ and Dan Adelman 
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MULTIVERSE 
EDITION 


would also be able to bring it to the 
next generation. Well, it took a few 
hurt feelings and a Twitter rant or 
two, but the behind-the-scenes 
dealings have been done, and it’s 
on its way on October 17. 

I played Axiom Verge myself 
when it hit Wii U last year, and it is 
just as incredible as the reviews 
make it out to be — a truly inven- 
tive Metroidvania that totally flips 
your expectations upside down. 
You think you know where the 
story and the gameplay are going, 
but nope! No way you can predict 
what actually happens. It’s truly 
brilliant, and I’m amazed that Tom 
was able to assemble such an 
adventure entirely on his own. 

For its Switch debut, Axiom 
Verge will be getting a physical 
release! And not just that, but also 
a Multiverse Edition that comes 
packed with tons of extra goodies 
like a poster, an artbook and a 
making-of documentary! Don’t miss 
this one, Metroid fans! — LUCAS 
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the first (though understand fully why 
it was jarring for many). 
Either way, it’s going to be a really 
long wait until we learn basically 
| anything concrete about Metroid 
Prime 4. My prediction is that we'll get 


Well have to wait for official info, but we can speculate now! 


FOR A WHILE there, we thought that 
Samus would never claw her way back 
onto a Nintendo system. Seven years 
have passed since Other M, after all, 
the ill-fated Team Ninja and Nintendo 
project that many claimed killed the 
franchise. A notion that was over- 
blown, of course, as Samus rose from 
her grave and back into our hearts 
twice in one fell swoop — or should | 
say, one fell E3. 

We had just come off of a previous 
announcement that basically fell on 
deaf ears in Federation Force. No one 
saw that coming, and for years people 
had been clamoring for another 
Metroid game. When Nintendo deliv- 
ered that odd 3DS spin-off into their 
arms however, they responded over- 
whelmingly with chants of "anything 
but this." All of that changed in June of 
2017. 

The reveal was a real "blink or 
you'll miss it" moment during one of 
Nintendo’s famous livestream events. | 
remember covering it live and hearing, 
"Did they just announce another 
Metroid... wait... another Prime 
game... for the Switch?" Yes, yes they 
did! | had to rewind the video just to 
make sure that the mere mention of 
another Prime game was all that we 
actually got out of that bombshell, and 
sure enough, yeah, it was. It was 
pretty unbelievable — a game that was 
literally announced in passing may 
have "won ЕЗ." Eventually, we did get 
a little bit more info. 

Later on that day Nintendo of 
America President Reggie Fils-Aime 
explained that they revealed it super 
early just to prove to their fans that 
they care about Metroid, alluding to 
the fact that it may have not been the 
best time to reveal it — in other words, 
it’s early yet, to say the least. All we 
got was a quick "this is real" sobering 
moment along with a screenshot of 
the logo, and that’s it. Nintendo didn’t 
even reveal the developer, and we only 
learned two things regarding their 
identity: It’s not Retro, and they’re a 
"new" team. And with that, we 
arguably know less about Metroid 
Prime 4 than we did speculating over 
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the initial announcement. | think we 
would have been more comfortable 
just assuming it was Retro! 

But wait a second, let’s parse what 
we know so far. As many astute 
Metroid fans have pointed out, 
Kensuke Tanabe, producer of the fran- 
chise since 2002, has shared a lot of 
ideas and tidbits over the past few 
years with IGN and Eurogamer that 
may give us some insight into what 
Metroid Prime 4 might entail. To sort 
of set the scene, Tanabe even 
explained that since it would take so 
long to create, they would likely have 
to put it on the NX, which as we all 
know became known as the Switch. So, 
he kind of told us this would be 
coming (he even said they'd continue 
the numbered title convention) — 
some of us just didn't listen! Evidently 
he also wanted the project to include a 
"time-shifting mechanic," and have it 
take place entirely on one planet. 

Right there, that tells me that so 
long as Prime 4 follows this template, 
it's in good hands. Tanabe seems to be 
reining the project in with focus, which 
sounds like a great thing. After all, the 
onus is on Nintendo to win people 
back after Other M and its underper- 
forming sales. It not only has to be 
quality from top to bottom, but it also 
has to keep people intrigued and 
deliver from a lore standpoint so that 
they're willing to invest in future 
games. 

Part of the way Tanabe and his 
team might accomplish that is by 


weaving tiny little threads through- 
out this new game (and potential 
new trilogy). He's already hinted / 


that if Prime continues, we'll 
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see more of the bounty hunter Sylux, 
which ensures there are more loose 
ends to tie up yet. Seen below, Sylux 
debuted in Metroid Prime Hunters and 
had cameos in Prime 3 and Federation 
Force, both of which hinted at the 
Samus-hating hunter having an 
expanded role in an eventual Prime 4. 
If that happens it will be painted on a 
whole new canvas, though, with more 
emphasis on the Galactic Federation. 
unless something drastically 
changed mentality-wise, Dark Samus 
and Phazon are allegedly "done" 
according to Tanabe. Given that that 
whole storyline got a whole trilogy 
dedicated to it, I'm fine with that, as 
there are plenty of opportunities to 
expand Samus' tale without resorting 
to lengthy polarizing cutscenes like 
Other M. He also explains that there's 
"more work to do" on that front 
though, which is a good sign that at 
least some of the original crew is still 
working on Prime 4. Tanabe also 
briefly mentioned not 
repeating the same 
mistake as Prime 
2 and making it 
too hard — and I 
use that term 
"mistake" lightly, 
as | enjoyed the 
stark contrast to 


some sort of "progress update" next 
E3, Kingdom Hearts 3-style, with a 
short gameplay clip and screenshots 
(if that), and no playable demos to try 
on for size. That's actually pushing it a 
bit | think, as this project may not 
even see the light of day for many 
years, and it could very well still be in 
the planning stages. It was kept under 
wraps for so long that it wasn't even 
leaked beforehand, so NIntendo is 
doing their best to keep it hidden as 
long as possible. 

If it does eventually come out (and I 
hope it does), it likely has a long 
future ahead of it with a healthy 
install base on the Switch. Like many 
games before it from many develop- 
ers, both first- and third-party, 
Nintendo could have easily been 
planning this for the Wii U (like Tanabe 
hinted at already) and just shifted 
gears after its poor sales. It's sad, 
because the Wii U GamePad can be 
used in tandem with the TV and I 
would have loved to have seen what 
the developers could have done with 
that concept — as it stands, you have 
to go either Handheld or TV Mode with 
the Switch. Oh, and don't forget that 
the Prime trilogy spanned two entire 
console generations (GameCube and 
Wii), so anything can happen! 

It's still weird to me that Nintendo 
skipped a console again for a major 
Metroid release (the Nintendo 64 was 
passed over previously), but it's back 
now, and Samus is on her rightful 
console throne. It's a moment I've 
been waiting a long time for, and 
something I’ve been accustomed to 

seeing since I was a young runt 
playing the original Metroid on 
NES for the first time! — CHRIS 


MARIO & LUIGI: SUPERSTAR SAGA + BOWSER'S MINIONS 


A before-and-after visual comparison. 


MY ROSE-TINTED GLASSES 
remain firmly fixed on my face. 
When Nintendo first revealed 
that the 2003 Game Boy Advance 
classic Mario & Luigi: Superstar 
Saga would be getting a visually 
overhauled 3DS remake, my instant 
reaction was skepticism. | love 
Superstar Saga exactly as it is! | 
didn’t think that it was a game in 
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need of any fresh coat of paint. And 
now, after a couple months’ worth 
of further reflection, well . . . I'm still 
skeptical. 

To give the new 3DS version of 
Superstar the benefit of the doubt, | 
went back to play the GBA original 
(by way of the Wii U Virtual Console) 
and captured a few screenshots to 
be able to compare the two scene 
for scene. Three such head-to-head 
comparisons appear here, for your 
consideration too. The 3DS version 


is certainly more colorful, especially 
when compared to the bland way the Wii 
U displays GBA games’ colors (the GBA 
version popped with much more 
vibrance 14 years ago, when played on 
the backlit Game Boy Advance SP). There 
is also admittedly more detail in the 
enviroment design — just look at the 
crystalline texture on the ground in 
Stardust Fields there, compared to the 
flat color seen there years ago. 

But ah, the animation! The spritework 
and fluidity of motion of the characters 
in the old game was, and still is, so won- 
derfully charming. And full of so much 


more personality! Just look at the Toads 
reacting to Cackletta’s attack above. On 
the left, abject terror has gripped them 
as their eyes pop out — it’s a full-on 
freak-out moment on GBA. But on the 
right, in the new 3DS version, they’re 
just kind of running around scared. And 
one of them looks like he’s smiling? 

I'm not passing any kind of advance 
judgment on a game | haven't yet played 
myself, but as | said in our last issue, this 
remake’s got an uphill battle to convince 
me that buying it for $39.99 on 3DS is 
better than spending $7.99 in the Wii U 
eShop to play the same story. — LUCAS 


One fell swoop is the way 
| will deal with you fink-rats! 
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BLADE STRANGERS 


Crossover chaos from Nicalis! 


WHAT DO A robot commando, a 
half-naked warrior princess and a 
young woman who beats up fish 
have in common? A few months 
ago, the only answer would have 
been that they all come from dif- 
ferent niche Japanese games for 
the 3DS, but that was before the 
announcement of Blade Strangers, 
the upcoming 2D fighter that brings 
them all together! 

While its full cast is yet to be 
announced, we've so far learned 
that Curly Brace from Cave Story, 
Solange, Ali, Master T and Liongate 
from Code of Princess and, perhaps 
strangest of all, Yumi, Emiko and 
Noko from Yumi’s Odd Odyssey will 
all appear in the roster. Never 
heard of them? Don’t sweat it. 
There’s a reason why the game isn’t 
called "Blade Familiar Faces." The 
whole idea here is to shock and 
excite new players with one of the 
most unexpected crossovers in 
video game history. 
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The box art also features a 
never-before-seen green-haired 
woman and giant cat who looks a 
lot like Guppy from The Binding of 
Isaac: Afterbirth+. | know it sounds 
ridiculous, but Ridiculon, the aptly 
named composers of the delirious 
soundtrack for Afterbirth+, have 
confirmed that they’re working on 
Blade Strangers as well. Could it be 
that Isaac’s beloved pet really will 
claw his way into the roster here? 
Stranger things have happened. 

As for gameplay, the developers 
have worked hard to make sure 
every character retains their moves 
from their original titles. Curly may 
have more grown-up proportions 
now, but she still comes equipped 
with King’s sword, a fireball blaster 
and, of course, her signature 
machine gun. Publisher Nicalis has 
emphasized that the overarching 
fighting system will be deep but 
easy to pick up, with a focus on 
ground combat and chain combos. 

The game's set for а Q4 2017 
release, so it shouldn't be long 
before we get to meet these 
perfect strangers! — JONATHAN 
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RADIANT HISTORIA: 
PERFECT CHRONOLOGY 


An overlooked DS epic gets an encore. 


IF YOU PLAYED Radiant Historia 
back when it launched on DS in 
2011, then you probably know why 
this 3DS port/remake is such a big 
deal. The Atlus-made RPG unfortu- 
nately came out in the same month 
as the 3DS, and while it appeared 
to sell well, it seemed to largely 
fade away as time passed. 

But now it's coming back in the 
form of Radiant Historia: Perfect 
Chronology, a 2018 3DS release 
from Atlus. The hook of Radiant 
Historia is great: The hero, Stocke, 
is an acclaimed general in the 
middle of a war between two rival 
continents. A routine mission goes 
awry and his new charges, Raynie 
and Marco, fall in battle. Then, as 
Stocke is about to bite it himself, 
he's whisked away to another 
dimension where he's given access 
to the power of "White Chronicle" — 
which lets him go back in time. 
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Not just back in time, though: 
Stocke can jump back and forth 
between two distinct timelines. The 
time-hopping concept results in a 
lot of failed endings, and part of 
the glory of Radiant Historia is 
based around experimenting with 
decisions to see what happens. 

The turn-based battling system 
appears traditional at first, but the 
enemies are on a 3x3 grid, which 
adds an additional layer of strategy 
as you have to deal with foes doing 
more harm as they get closer as 
well as trying to knock enemies 
around to do efficient damage. 

This remake also adds a brand- 
new timeline: Sub-History, which 
involves the new playable charac- 
ter Nemesia. She's a human girl 
wrapped in mystery who helps lead 
Stocke and the gang to the new 
timeline on her quests for Artifacts. 
The 3DS version also adds in voice 
acting! In all, Perfect Chronology's 
looking like a perfect re-release of 
an overlooked gem. — NEAL 
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SHIN MEGAMI TENSEI: 


STRANGE JOURNEY REDUX 


Return to Antarctica. 


AT E3 2017, Atlus revealed several 
DS remakes for 3DS, including Shin 
Megami Tensei: Strange Journey 
Redux (subtitled Deep Strange 
Journey in Japan). The original 
Strange Journey was billed as a 
major Shin Megami Tensei release 
back when it came out in 2010, and 
in the years since then, the SMT 
series has evolved, with Persona 
becoming the biggest version of it 
and a pair of Shin Megami Tensei IV 
games coming to 3DS. 

If you're familiar with SMT IV 
and IV Apocalypse, then Strange 
Journey Redux might be a little bit 
of a step back, as its exploration is 
in first-person. The rest of the 
game will seem familiar, though, as 
you explore an environment while 
fighting demons in turn-based 
combat, and when the opportunity 
arises, you negotiate to get them to 
join your party. You can also fuse 
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your demons to make new ones. 

The story, unlike a lot of SMT 
games, doesn’t take place in Japan. 
Instead, the setting’s in Antarctica, 
around the South Pole. At the start, 
the South Pole collapses and "the 
Schwarzwelt" is created. (That’s 
basically a dark dimension where 
things go sideways.) You’re a 
nameless member of a task force 
sent in by the United Nations, and 
soon enough, you all run into 
demons and have to contend with a 
war between gods. Strange Journey 
is very much a peculiar adventure 
with much more of a sci-fi touch. 

The Western localization won't 
include English voice acting, but it 
will still retain the Japanese ver- 
sion’s other new additions. All char- 
acters will get new artwork and 
animations. New demons will be 
added, taking the grand total of 
demons that can be fused up to 
350. A new character, named Alex, 
will also join the fray, leading into 
new story content, new endings 
and even a brand-new dungeon. 

The Strange Journey begins 
again in early 2018! - NEAL 
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ETRIAN ODYSSEY V: 


BEYOND THE MYTH 
Dont play just one Odyssey this Fall. 


DUNGEON EXPLORERS AND 
junior cartographers, get ready — 
Etrian Odyssey V: Beyond the Myth 
is finally coming your way! Atlus 
originally released this latest in the 
long-running series of first-person 
dungeon crawlers in Japan in 
August last year, then left the West 
hanging on a thread wondering if 
we were going to see a localization. 
Well, wonder no more: this October 
you'll be able to take on the latest 
batch of fiends and FOES as you 
explore the great tree Yggdrasil in 
search of treasure and mysteries! 
While Etrian Odyssey V follows 
the same style of "make up your 
own motivations" storytelling as 
previous numbered installments, 
there are some interesting new 
features to be explored. First and 
foremost, character creation, a 
staple in this series, has been given 
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neat additions in the form of new 
character races. No longer are you 
stuck with just human choices: Now 
you select from four different 
races, with a total of 10 classes ini- 
tially available. Some of those 
races are equipped with an ability 
to summon animal partners, which 
essentially gives you an extra party 
member. These animal partners 
can be lifesavers if they’re used 
properly! Character customization 
has also been improved and 
expanded with more options avail- 
able, from skin colors to voice 
styles. Meanwhile the bread-and- 
butter of Etrian Odyssey, mapmak- 
ing, has also been improved with 
additional options. 

Yuji Himukai’s illustrations and 
Yuzo Koshiro’s music bring the 
world to life, as always. If their 
work keeps up with past iterations, 
then this will really be something 
to look forward to. Just watch out 
for those FOEs! — THOR 
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4 It seems of late the people of this city have 
forgotten what it means to be an adventurer... 
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SUPER MARI 


LAST TIME, WE discussed all the 
things we've seen Mario do in Super 
Mario Odyssey, like capture Goombas, 
Bullet Bills, Cheep Cheeps and even а 
T-Rex. But, where does Mario get to go 
in his new adventure? There are six 
worlds that we know about in the 
game, each of which has various loca- 
tions to explore. 

The one that has everyone talking 
is the Metro Kingdom, where New 
Donk City resides. In the city are loca- 
tions like Main Street, City Hall, cafés 
and other things you'd expect to find 
in a bustling metropolis. There's plenty 
of construction going on as well, 
leading to lots of Donkey Kong refer- 
ences and Easter Eggs. Speaking of 
those, there are loads of street names 
and businesses that also reference the 
DK series, like Rambi Street, Expresso 
Espresso and Diddy's Mart. A Mayor 
Pauline Commemorative Park has 
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been seen as well, and the whole area 
is populated with those realistic 
people you’ve heard so much about 
(some of whom Mario can capture). 
You'll be helping Pauline quite a bit in 
this world by either aiding her con- 
stituents or bettering the city in 
various civic-minded ways. 

The next place that people would 
probably ask about is likely Fossil Falls 
and how quickly Mario can find and 
capture a T-Rex. Not much is known 
about this area besides that it finds 
itself in the Cascade Kingdom, is full of 
waterfalls and has a Jurassic theme. 

Another area where one might spot 
a T-Rex is in the Wooded Kingdom. 
Supposedly the dinosauric monstrosity 
also lives here, in the haunted Deep 
Woods. Also found in this kingdom is 
Steam Gardens and the Iron Road — 
so, more developed than the Cascade 
Kingdom, but heavily forested and 
wild. 

Another area garnering a lot of 
attention is the Sand Kingdom, where 
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Mario dons his sombrero-with-poncho 
outfit from 1990's Game Boy version 
of Qix and visits Tostarena Town. He'll 
meet the skull-headed citizens (who 
have yet to be named), and also the 
Moe-Eye moai characters that harken 
back to Super Mario Land. (More on 
them on the next page.) Portions of 
the desert are frozen inexplicably, so 
naturally one of Mario's quests will be 
to unfreeze the Sand Kingdom. 

The other two kingdoms we know 
about are quite wacky. The Cap 
Kingdom is full of, well, caps and hats 
and dome-toppers of all kinds. 
Bonneton is the only place we've 
heard mention of here, and the land- 
scape looks pretty bleak. Perhaps this 
is Cappy's forlorn homeworld? 

The other is the Luncheon 
Kingdom, where everything is made of 
food. Hammer Bros. wielding pans, 
along with a section called Mount 
Volbono, have been spotted here. The 
resident populace here appear to be 
sentient forks wearing chef outfits. (I 
can't make this stuff up.) The mysteri- 
ous Cookatiel has also been teased for 


this area, but we don't know the role 
of this bird yet. 

All of these areas will be accessible 
via the Odyssey, Mario’s ship that he 
takes from location to location and 
that is powered by the Power Moons 
which are found in each location. We 
don’t know what the first area will be, 
but we do know from looking at the 
maps Nintendo has shown that each 
area is quite sizable and should be 
tons of fun to explore! In fact, these 
maps are built like travel brochures, 
complete with pictures of tourist hot 
spots and tips on how to get around. 
For instance, you might want to utilize 
a Jaxi to traverse the dunes of the 
Sand Kingdom quickly! 

I'd be happy with just exploring the 
locales outlined here, but something 
tells me there’s much more to this 
game that Nintendo is keeping closely 
guarded — like wherever Bowser is 
going to be and what this whole 
wedding thing is about. | guess we'll 
just have to keep our collective hats 
on until we find out together in late 
October! - BRETT 


GOOMBA 


First up, that most iconically common foot soldier 
of the Koopa army. When Mario tosses his Cappy- 
infused сар at a standard Goomba, he'll be able to 
masquerade as a walking mushroom and stack 
himself on top of their teetering toadstool towers. 


PODOBOO 


Don't call it a Lava Bubble! We're purely old-school 
around here, and these leaping lumps of lava were 
known as Podoboos long before Nintendo normal- 
ized their name. When Mario captures one, he'll 
gain immunity to extreme heat. 


MOE-EYE 


Here's an all-new enemy, but as Brett mentioned, 
its style is reminiscent of the Moai heads seen in 
Super Mario Land from the Game Boy. When Mario 
captures one, he'll be able to use its special sun- 
glasses to make invisible platforms appear! 


UPROOT 


Another brand-new baddie, Uproots appear in the 
forested areas Mario explores on his adventure. 
Their claim to fame is their incredibly long "legs." 
(Roots? Vines?) Anyway, Mario can take advantage 
of their lengthy limbs to reach high platforms. 


CHEEP CHEEP 


Fancy a swim? Cheep Cheeps have been Mario's 
most ubiquitous underwater enemy since his very 
first adventure, and now he'll be able to embody 

them to flip his fins and fly through the water. 
(Maybe even jumping up out of it, too?) 
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SUPER MARIO ODYSSEY seems primed to offer 
us the most diverse array of different environments 
to explore that we've ever seen in the series . . . but 
it's not stopping there. It's diversifying Mario 
himself even more! Past Super Mario games have 
been greatly defined by the kinds of power-ups that 
our hero acquires within them. The original intro- 
duced the very idea of "Super" Mario with its Magic 
Mushrooms, then supplemented them with the 
equally iconic Fire Flower and Starman. You can't 
think of Super Mario Bros. 3 without thinking of the 
Raccoon Suit. Super Mario World has Cape Mario as 
the feather in its cap. And so on and so forth, 
throughout the series' whole run over the past 
three decades. But Super Mario Odyssey is greatly 
expanding on one subset of Mario's power-ups 
we've seen over the years: the ones that have let 
him steal enemies' powers and use them for 
himself. Mario is no Kirby, but Super Mario Bros. 3 
had the Hammer Bros. Suit that let him toss tools 
just like those turtles. In New Super Mario Bros., he 
could wear a Blue Shell to turn himself into even 
more of a terrapin terror. In Super Mario 3D Land 
he stole the Boomerang Bros.' gimmick with the 
help of the Boomerang Flower, and in the Super 
Mario Galaxy games he just straight-up trans- 
formed into a Boo by nabbing a Boo Mushroom. 
That's probably the closest past equivalent to what 
we're about to witness on a much larger scale: 
widespread enemy body-snatching! — LUCAS 


CHAIN CHOMP 


Possessing the body of a sphere of steel who's con- 
stantly connected to the ground may not seem all 
that useful, but Chain Chomp Mario can stretch out 
his borrowed chain to slingshot the big ball-shaped 
body into walls, shattering them with sheer force. 


HAMMER BRO 


Here's a bit of redudancy for Super Mario Bros. 3 
fans, as instead of Mario putting on a Hammer 
Bros. Suit to chuck hammers, he'll now just leap 
directly into them to take command of their 
endless iron arsenal. 


BULLET BILL 


Rounding out the set of the five types of foes from 

the first Super Mario Bros. that Mario will be able 
to capture in Odyssey (that we know of so far, at 
least), Bullet Bill will let Mario freely fly around 

(and maybe blow up?) when his cap makes contact. 


SHERM 


Bowser's not messing around when it comes to pro- 

tecting his wedding plans, and so he's rolling out an 

all-new squadron of terrifying tanks! (Well, OK, they 
don't look so scary with Mario's 'stache on them.) 
Nab a Sherm and blast baddies with its big gun! 


A T-REX! 


And finally, the thunderous star of Odyssey’s E3 
2017 trailer. Who knows what kinds of trouble 
Mario will be able to get into when he captures a 
T-Rex? Probably some huge stomping sequences. 
Or maybe a king-sized boss battle? 
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This "new" Lycanroc won't be obtain- 
able by normal means in the new 
games, either — it’ll just be a giveaway 
'mon for early adopters to download. 
Which is all well and good, TPC, except 
a mildly remixed wolf isn’t enough to 


get people to place pre-orders! 
ULTRA SUN & ULTRA MOON 2222222: 

new looks for the player character 

seen above, as well as confirmation 


We're booking our tickets to return to Alola ... but we're not sure what awaits us there. тағ necrozma (above left) will play a 
central role in the story this time. And 


TALK ABOUT A gear shift! After a negative fan reaction to Beyond the black armor-equipped there are supposedly new buildings 
Last year there was no escaping that huge amount of officially released versions of Solgaleo and Lunala that and landscapes to explore spread 
The Pokémon Company and their spoilers, TPC has shifted gears hard we showed off in our last issue, exactly across the Alolan islands. 
endless avalanche of information for the upcoming Ultra Sun and Ultra one new Pokémon making its debut in But wow, | never thought after last 
being revealed about the then- Moon. Nearly nothing is known about Ultra Sun and Ultra Moon has been year's firehose of constant news that 
upcoming Pokémon Sun and Pokémon this one! The volume of pre-release revealed. You can see it below: It's things would slow down to such a 
Moon. New trailers dropped almost info is something like 596 of what we Lycanroc, but in a new Dusk Form. Fan trickle for Sun & Moon's follow-ups. Is 
constantly! Every new feature was were getting at this time last year — so reaction's been pretty cold toward this TPC just spoilerphobic now after fans 
detailed, tons of new areas were much so that we don't really know sunset dog so far, as The Pokémon complained? Or is the Ultra pair that 
unveiled and the reveals of new what to expect from these new games. Company promised a big reveal and thin on new content, so there isn't 
monsters were non-stop. There were then trotted out what is just anything new that they could be 


so many new Alola Region Pokémon 
already known in advance of the 
games' release that our final 
preview a year ago spread 
them across six pages, and 
we still had to leave 

some of them out! 

It was too much. 


a recolor of Lycanroc's 
Midday Form with its 
Midnight Form's tuft of fur. 


sharing? At this rate, we won't find 
out until the final games ship 
in November! — LUCAS 
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DRAGON QUEST XI: 
ECHOES OF AN 


ELUSIVE AGE 


At long last, a localization confirmation! 


SINCE WE LAST checked in with Dragon Quest XI three issues 
ago, two important things have happened: One, the game's gone 
on sale in Japan! And two, at long last, a localization for the West 
has been confirmed! 

When the game arrives in English-speaking countries at some 
point in 2018, this long-awaited mainline DQ series sequel will be 
fully titled Dragon Quest XI: Echoes of an Elusive Age. The swanky 
new subtitle references a centerpiece of the story: The new young 
hero of this adventure discovers at his coming-of-age ceremony to 
enter adulthood that he’s actually the reincarnation of an ancient, 
egendary warrior who once saved the world. And now it just so 
happens that the world needs saving again, so all eyes are on this 
young man and his old soul to step up once more. 

It’s exciting that Dragon Quest XI is finally officially bound for 
our shores, but Square Enix stopped short of offering full details 
for what the upcoming English-language localization would entail. 
For starters, they didn’t say which version of the game we'll be 
getting! In Japan this past July, the game simultaneously debuted 
on both Nintendo’s 3DS and Sony’s PlayStation 4. Both versions 
have the same storyline, but the visual presentation is entirely dif- 
ferent depending on which one you play. The 3DS version even 
has two different graphics styles! You can play it in polygonal 3D 
or choose the truly old-school approach of all 2D sprite art. 

A Switch version, meanwhile, is also supposed to be in the 
works. So will we get that version instead? Or perhaps both? 
Some questions are answered, but others remain! — LUCAS 
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BUILDERS 2 u. 


DRAGON QUEST XI isn't the only new 
game in the DQ series heading our way 
soon — go ahead and start allowing 
yourself to get hyped for Dragon Quest 
Builders 2 too! 

You can tell at a glance what the idea 
is here: a traditional Dragon Quest 
setting and characters fused with the 
build-anything gameplay of the mega- 
popular Minecraft. The story of Dragon 
Quest Builders takes place in a timeline 
that diverges from the end of the original 
game in the series from decades ago. In 
the best outcome of that adventure, the 
hero slayed the Dragonlord and peace 
reigned throughout the land. Before the 
final boss battle, though, the Dragonlord 
offered players the choice to join him as 
a villain rather than fight. Builders takes 
that negative choice as canon and shows 
us into a world that's been ravaged by 
both the merciless dragon wizard and 


“SWITCH PUBLISHER/DEVELOPER: 
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RELEASE: TBA 2018 
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the traitorous hero who laid down his 
sword in pursuit of sinister power. 

Uplifting, huh? Well, it's up to you to 
turn the citizens' spirits around and 
rebuild their wartorn castles and towns, 
brick by brick. 

At least, that was the scenario for the 
first Builders, which launched late last 
year on Vita and PS4 (the screens here 
are taken from that version). The Switch- 
bound game is the new sequel to that 
adventure, and I assume it will be mostly 
similar in core gameplay and plot. 

A few critical upgrades have been 
added to Builders 2, as well. First, being 
on the Switch naturally makes it portable 
by default. Second, two players can get 
in on the fun at the same time! (That was 
a big request from fans of the first 
game.) And lastly, taking a page from 
Breath of the Wild, Builders 2 lets you 
leap off tall peaks and glide slowly to the 
ground — a nice addition to navigation. 

More to come soon! — LUCAS 
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Do YOU KNOW WHAT 
THIS IS FOR, 
SAMUS-CHAN? 


AND, VOILA! MY 
NEWEST INVENTION, 
THE MORPH BALL! 


NTO A METAL 


OH, SILLY GIRL... | SPHERE AND ROLL INTO TIGHT SPACES YOU COULDN'T | 


НЕН HEH...” j NORMALLY FIT INTO! YOU CAN ALSO PLACE AND 
— — DETONATE SMALL BOMBS ONCE YOU FIND THAT 
ABILITY! IT'S BRILLIANT! IM BRILLIANT! 


Y-YES, MY DEAR, 
«OU DID. 


BY THOR THORVALDSON 
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REVISITING 
THE PAST 


SUPER METROID 
SNES,1994 
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Some of the best moments in gaming are those that hit 
you with a sense of déja vu. In long-running series in 
particular, the judicious re-use of a setting from a 
previous installment can instantly trigger an incredible 
form of nostalgia. “I’ve been here before! | know this 
place!” More recent games like Super Mario Galaxy 2 
and Breath of the Wild have contained these kinds of 
moments, but probably the first and best example 
came to us in the opening moments of Super Metroid 
— when Samus Aran begins her second exploration of 
Planet Zebes by first revisiting the ruined remains of 
the final boss chamber from the first Metroid game! 
It’s creepy, atmospheric and a superb invitation back 
into this alien world, now made larger and more packed 
with places to explore than before! — LUCAS 
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THE 16-BIT ERA RETURNS: 
SNES CLASSIC EDITION 


Samus isn't the only icon stepping back into the spotlight in September. The Super Nintendo's back too! 


THE TIMING OF producing a bimonthly print 
magazine catches us off guard on occasion. No 
sooner had we finalized our last issue, "The Element 
of Surprise," than Nintendo hit us with another major 
surprise... and it was too late to get it included, as 
copies of NF #28 were already rolling through the 
printing presses! Here, though, we've got plenty of 
time and space to be able to report the happy news: 
Last year's NES Classic Edition was only the begin- 
ning, as a new SNES Classic Edition is heading to 
store shelves on September 29! 

Like 2016's miniaturized Nintendo Entertainment 
System that came pre-loaded with 30 hits from the 8- 
bit era, this new product for 2017 is also a physically 
smaller take on its source material. Some key differ- 
ences, though, are that there are only 21 pre-loaded 
games this time around and the price is 20 bucks 
more expensive — MSRP $79.99 instead of $59.99. For 
that extra pair of Hamiltons, though, you'll get two 
controllers in the box — the NES Classic only came 
with one, selling extras separately for $9.99. 

If you could find them, that is! The standalone NES 
Classic Edition controllers were incredibly rare to find 
in the wild. Even more so than the system itself, 
which was produced in incredibly limited quantities 
and then unceremoniously discontinued before tons 
of fans could find one to buy! Lines of hopeful '80s 
gaming aficionados snaked out the doors of brick- 
and-mortars around the States time and time again 
through the early months of 2017, each time any 
chain announced that they were getting a fresh 
shipment of systems. And time and time again, tons 
of people were turned away, empty-handed. The 
whole thing was a debacle. 


To add insult to injury, several retailers like 
Amazon, ThinkGeek and GameStop have offered the 
NES Classic again in recent months, showing that they 
all have just been sitting on extra stock and waiting to 
unleash it when the marketing time’s just right for 
them. Amazon's rolled out a new "Treasure Truck" 
this year — an actual, physical vehicle that's been 
making stops in different cities around the country to 
serve as a pop-up retail location and sell people NES 
Classics. ThinkGeek put theirs on sale on their 
website, but you could only buy them in bundles with 
tangentially related extra items, like a desk lamp 
made to look like Tetris blocks. Some fans who 
missed out in the initial launch window and the 
restocks earlier this year finally got their hands on 
the mini NES for themselves through these promo- 
tions, but for many, it just added an extra layer of 
frustration. 

This, then, is the situation into which Nintendo 
plans to deploy their second Classic Edition system. 
And frustration has already marked the rollout of the 
SNES Classic, primarily because pre-orders, at the 
time we're sending this issue out the door, still have 
not gone live. 

Well, actually, they did. Briefly. Walmart opened up 
pre-orders weeks ago through their website, and the 
product page was live for about 40 minutes before 
they either shut it down or they ran out of stock. I 
managed to make it in during that brief window — 
because I spend my life embedded in the stream of 
Nintendo-related activity online, for the benefit of 
you all — and | was thrilled to have made the cut and 
secured a pre-order for myself! 

But alas, it was not to be. 


Walmart.com pre-orders were opened up errone- 
ously, it seems, and rather than honor those orders, 
the company cancelled each and every one. There 
was a span of a few days where we lucky few thought 
we'd made it! But we didn't. We're back on the same 
level with everyone else who wasn't locked into their 
computer on that Friday night, weeks ago. 

| relay all of this information, as always, to 
preserve the preposterousness of Nintendo's 
business practices for posterity. When the company is 
frustrating you again with goofy decisions, low 
product volume and weird hoops to jump through 
just to buy their wares in the year 2042, | want you all 
to look back on these days and remember that 
they've always been this way. It's always been a 
struggle just to give the company money for the 
things they make! 

But let's put that all aside, if we can. Let's talk now 
about the actual new product on deck. 

Fully named the Super Nintendo Entertainment 
System: SNES Classic Edition, this unit is even more 
incredible than its NES predecessor, primarily due to 
its lineup of games. True, 21 games on this system 
compared to the 30 the NES boasted seems like a 
step back — except that several of the NES Classic's 
included games were small, early, limited designs 
that probably didn't get a ton of play from those who 
did manage to bring home one of those units. І love 
Balloon Fight and Excitebike and Ice Climber, but I 
also readily admit that they are not grand, epic 
adventures by any stretch. 

Nearly every selection on the SNES Classic is, 
though. These 21 titles are almost all industry- 
shaping masterpieces. True classics with truly influ- 
ential and timeless game design! 

As a young Nintendo fan growing up through the 
'90s when each one of these games was released, I 
happily paid full price to own each one as an indi- 
vidual cartridge. (I owned most of them, at least. I 
missed a few from this list.) The fact that $79.99 will 
now buy full access to all of them, newly rendered in 
beautiful HD, blows my mind! 

Because every one of these games deserves 
individual attention, we've prepared for you 
the following seven-page spread that gives all 
of them a moment to shine by itself. The NF 
team members with the strongest memories of 
each one will make their case to you about why 

you should play it yourself, and it'll be up to 

you to make the hard choice of which 
one to fire up first! (Note that Super 
Metroid is not listed again here, 
since it just got its highlight 
back on Page 27 in the History 
of Metroid feature. But you 
should play it too, of course!) 
Read on, and good luck on 
\ being able to buy an SNES 
À Classic yourself! — LUCAS 


SUPER MARIO 
WORLD 


IN 1991, NINTENDO was a victim of its 
own success. Super Mario Bros. 3 had been 
the most hotly anticipated game in the 
world, and the NES was still leading the 
video game market. How do you convince 
all those players to invest in your new 
16-bit console? By building a game that just 
wasn't possible on the NES! 

Koopas slide down slopes, giant Banzai 
Bills rocket across the screen and diagonal 
pipes fire you out like a cannon. When you 
encounter Chargin' Chuck, you're facing 
your first Mario enemy with multiple ways 
to attack, and he needs as many stomps as 
a miniboss. That's all just in the first levels! 

Then there's Yoshi. When you find your 
hungry dino pal trapped in an egg by 
Bowser, he helps you out by letting you 
ride him around. His stretchy tongue can 
gobble up enemies, and a bongo beat is 
added to the soundtrack while you're atop 
your trusty green steed. 

Super Mario World has some unique 
sound design. It's low-key yet incredibly 
memorable, and sounds unlike anything 
else on the system. 

As you make your way across Dinosaur 
World to rescue the Princess, you'll travel 
from Yoshi's house through forests, plains, 
haunted houses, ice caves, intimidating for- 
tresses and an island made of chocolate. 
Many courses have secret exits that can be 
used to forge new paths across the world 
map, or to discover all-new courses. 

Levels are much longer than the Mario 
games that came before, each filled with 
new ideas. However, if you've grown up on 
recent Mario games, you're unlikely to find 
much of a challenge here — at least not 
until you stumble upon the really hidden 
Special levels. They can still put hairs on 
your chest! 

Super Mario World does everything to 
impress by 1991's standards. Despite the 
fact that its "wow" factor has long worn off, 
it's still incredibly fun to play and should be 
everybody's first game when the SNES 
Classic Edition arrives! — MARK 


ORIGINAL RELEASE 
AUGUST 13, 1991 


THE SUPER NINTENDO was once a 
beacon pointing to gaming's future, with 
F-Zero shining on its launch day, signaling 
to all that a new era in home console 
gaming had begun. The game took tradi- 
tional F-1 racing, blasted it into space, then 
added aliens, death traps, massive jumps 
and bare-knuckle combat, all while 
removing the one thing that almost every- 
body here on Earth takes for granted: 
gravity! It also controlled like nothing we'd 
experienced before, with both traditional 
D-Pad steering and innovative new 
trigger-button drifting mechanics. It may 
be hard to believe, but back then, control- 
lers with "L" and "R" buttons were a whole 
new frontier, both exciting and intimidat- 
ing. | distinctly remember a few of my 
friends complaining that drifting and 
steering simultaneously in F-Zero was "too 
hard" and even "gimmicky" (much like how 
some folks complain about motion controls 
today). Thankfully, we can guess that most 
of them eventually grew to appreciate the 
joys of trigger buttons, as they've since 
become a default game controller feature. 

While the game's premise and controls 
were all cutting edge for the early '90s, 
F-Zero’s biggest selling point was some- 
thing else entirely: a highly advanced tech- 
nological rendering process called "Mode 
7." At the time, it was more impressive than 
anything we'd ever seen in a home console 
game before, a bold first step for Nintendo 
into the world of 3D gaming. 

Of course, the game doesn't feel quite 
as visually impressive anymore, but it still 
holds up as a fast-paced, unique-looking 
racer that delivers a real sense of speed. 
The four selectable characters are well 
balanced, and the courses they compete on 
are smartly designed, many with hidden 
shortcuts. The music is also not to be 
missed, featuring many timeless tracks 
that still sound futuristic to this day. 
Captain Falcon may be more known for his 
talent at smashing brothers today, but his 
inaugural appearance is still a special part 
of video game history! — JONATHAN 


ORIGINAL RELEASE 
AUGUST 13, 1991 


SUPER GHOULS 
'N GHOSTS 


YOU THINK YOU'RE hardcore? Then put 
on your strawberry-print boxer shorts and 
double-jump into Super Ghouls 'n Ghosts! 
This game is legendarily hard. Immensely 
strong monsters that can decimate you in 
just a few hits? Check! Tricky platforming 
where one misstep will plunge you into 
certain doom? Check! Battles against the 
Red Arremer, the most unpredictable and 
dangerous common enemy in video game 
history? A big check! As the knight Arthur 
you must rescue Princess Prin Prin from 
the demon world, but the game's deter- 
mined to make you earn that victory, pal. 

Don't get scared off just yet, because 
pushing forward and tackling this night- 
mare head-on allows you to experience 
some of the best graphics and music the 
SNES has to offer. Sure, trying to beat the 
first stage will take you several hours, but 
at least you'll get to see zombie-infested 
cemeteries and tap your feet to the catchy 
theme song. Expect to have just as much 
fun exploring the haunted pirate ship, the 
frozen mountainside and the cavernous 
insides of a devil's gross innards. 

You're not completely defenseless 
during this adventure. Hidden treasure 
chests are scattered throughout the land — 
simply walk near one and it will rise out of 
the ground. Open it up and you might get a 
weapon or armor upgrade! For example, 
the lance will help you take out groups of 
monsters, and better armor can save your 
life when that Red Arremer inevitably 
chases you across the entire stage with the 
sole purpose of jamming his claws into 
your forehead. However, you shouldn't get 
too excited to see a chest — sometimes a 
wizard will pop out instead and turn Arthur 
into a helpless baby. Or a frog! Or an old 
man. Why is an evil magician hiding inside 
a tiny box? Because this game doesn't care 
about your feelings, that's why. 

So go ahead! Face the challenges of 
Super Ghouls ’n Ghosts! By the way, do you 
think you're good enough to beat the game 
several times? Just curious . . . — LINDSEY 


ORIGINAL RELEASE 
NOVEMBER 28, 1991 


SUPER 
CASTLEVANIA IV 


THE NEW NETFLIX cartoon may be the 
only noteworthy thing happening with the 
Castlevania brand right now, but there was 
a time when actual Castlevania games also 
carried some serious clout. It might be 
hard for modern fans to imagine, but 25 
years ago, Nintendo consoles were often 
home to many big-budget third-party 
exclusives, and Super Castlevania IV was 
one of the biggest and best of the bunch. 

The game ditched many of the conven- 
tions from Castlevania II and III, and 
instead worked as a reboot/remake of the 
original title, utilizing more new gameplay 
mechanics than you could shake a stick (or 
whip) at. Characters were much larger than 
before, and series hero Simon Belmont 
could now whip in eight directions, making 
full use of the entire screen. There was also 
plenty of Mode 7 magic on display: A giant 
rock man was reduced to a tiny pebble boy 
right before your eyes, all before perform- 
ing a nonsensical growing, spinning death 
animation! Another stand-out was the 
rotating trap room from Stage 4 — there 
were audible "oohs" and "aahs" among my 
friends when we first saw it in action. It 
was beyond anything we thought was 
possible in a video game! 

Simon and his infamous whip, the 
Vampire Killer, also did their fair share of 
rotating. He could now whip specific 
anchor points to swing across gaps, or 
hang in the air for some strategic dangling. 
By holding the attack button, he could also 
let his whip drop limply toward the ground, 
and by moving the control pad, you could 
even make the jangling whip dance! It may 
sound ridiculous, but a quarter-century 
ago, it was jaw-dropping. 

A few years later, Koji Igarashi took the 
helm of the Castlevania franchise, and for 
whatever reason, he chose to toss many of 
Super Castlevania IV's special qualities 
aside as he went. That only works to make 
this sequel more interesting, though! It's a 
lovable oddity in a series that was already 
odd to begin with. — JONATHAN 


ORIGINAL RELEASE 
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CONTRA III: 
THE ALIEN WARS 


EVER NOTICE HOW often gamers will 
flaunt their "hardcore" street cred by 
declaring their proficiency at Contra? I’m 
sure you even know a guy who brags about 
clearing Contra without having to use the 
Konami Code! It may not be the hardest 
game around — nor even the hardest game 
in the NES catalog — but it has nonetheless 
achieved a status against which all other 
games are measured. 

Is this position undeserved? Absolutely 
not! Contra is a simple run-and-gun that is 
brutal though not unfairly so, in turn 
inviting players for more no matter how 
many times they fail. And with a co-op 
partner in the mix, the entertainment 
value grows exponentially! It’s no mystery 
why its notoriety as a proving ground 
persists to this day! 

However, if you're itching for an even 
more devilish challenge, you'll have to step 
out of the 8-bit alleyways and into the 
16-bit arena, where Contra ІІІ: The Alien 
Wars awaits any who dare answer the call. 
The SNES chapter is often considered the 
best — every element that made the 
original such a testament to solid game 
design is ratcheted up to 11, and that 
includes the series’ hallmark difficulty. At 
only six stages, a decent playthrough will 
only last a bit longer than a full NES Contra 
run. Of course, it’ll be quite a while before 
you can even approach such a feat! 

You'll have to contend with some gro- 
tesque alien beasts, robotic hordes and 
one sick ride on a helicopter missile. And if 
you can manage all of that, there's still the 
final gauntlet against a train of bosses that 
seemingly has no end! Thankfully, the SNES 
Classic Edition comes equipped with two 
controllers, because when staring doom in 
the eye and choking on its stench, you'll be 
grateful for the moral support. A second 
player definitely won't help you die less 
often, I can tell you that much! 

Also, dual-wielding somersault attacks: 
so very useless, but so very awesome. 

— TONY 


ORIGINAL RELEASE 
APRIL 6, 1992 


THE LEGEND OF 
ZELDA: A LINK TO 
THE PAST 


THEY SAY THAT every legend has a 
beginning, and in the case of A Link to the 
Past, it felt like a new beginning for The 
Legend of Zelda in a lot of ways. 

After veering off the path set by the 
inaugural entry on the NES and into the 
territory of sidescrollers mixed with role- 
playing games, the series debuted its one 
and only 16-bit entry by returning to its 
top-down roots. Not only was it a return to 
how the series began, but it also offered 
new beginnings: One way by being posi- 
tioned as a prequel to the two games that 
came before it, and another by establishing 
a successful formula that would by and 
large be the template for the keystone 
entries in the series for decades to come. 

Part of this is in the way that it took the 
two quests presented in the original Zelda 
and turned that concept on its head, pre- 
senting players with a quest at the start of 
the game that would soon balloon into 
something much greater. It did this by 
opening up an alternate world to explore 
and travel between — a device not only 
used in several subsequent entries in the 
series, but also in other Nintendo games, 
such as Metroid Prime 2: Echoes. 

Though more linear and restrictive than 
the NES original, A Link to the Past still 
offers a fair amount of freedom for players 
to explore and do their own thing 
compared to entries prior to its own 
sequel, A Link Between Worlds. What's 
more, the pacing is better than many of 
those same future installments, establish- 
ing Link as more of a character in his world 
than before, yet not dragging out the 
opening scenes. 

The Legend of Zelda: A Link to the Past 
is considered one of the best games of all 
time, thanks to getting so much just right, 
and it is always worth revisiting. If you're a 
Zelda fan but have never played this impor- 
tant installment, make it your first choice 
from the SNES Classic menu! — DAVID 


ORIGINAL RELEASE 
APRIL 13, 1992 


SUPER MARIO 
KART 


IT MAY NOT be much to look at compared 
to the latest installment in the series, but 
Super Mario Kart will forever be the game 
that kicked off a niche in the racing genre, 
and may always be my favorite in the 
series. 

Coming hot off the heels of the 
immensely successful system sellers Super 
Mario World and F-Zero, combining the two 
may have been the next logical step. Using 
those ultra-hot Mode 7 graphics to give 
players the illusion of driving in a 3D space, 
the game wasn't exactly revolutionary in 
the graphics department, but it was in the 
gameplay. Adding weapons to the racing 
allowed for a dynamic nobody had seen 
previously. Before there was ever a Blue 
Shell, players' worst fear came in the form 
of the homing Red Shell, and it was 
tougher to time Bananas. 

The single-player half of the game was 
rich and rewarding. Players had to best 20 
grueling courses, each with their own 
unique obstacles, across four cups. The 
Special Cup was unlocked after the 
Mushroom, Flower and Star Cups had been 
won, and once those were bested the 150cc 
speed was awarded. Courses came straight 
out of Super Mario World, with Ghost 
Valley, Donut Plains, Vanilla Lake, Choco 
Island and more providing perilous chal- 
lenges. 

For me though, nothing beat the Battle 
Mode. The frantic pace and cunning 
strategy of this mode kept my friends and I 
enthralled for hours! Escaping a Red Shell 
with a Feather over a wall is pure joy. One- 
on-one in a tight arena with deadly 
balloon-popping weapons will always be 
where it's at for me. 

ІЛІ always get excited when I see 
elements of the original game pop up in 
the new installments, like how Mario Kart 8 
Deluxe brought back the Feather. If you 
haven't played it, it may not be steeped in 
as much nostalgia for you, but in order to 
appreciate how far the series has come, it’s 
important to explore its roots! — BRETT 


ORIGINAL RELEASE 
SEPTEMBER 1, 1992 


STREET FIGHTER II 
TURBO 


A MILDLY CONFUSING trio of Street 
Fighter Il games made their way to Super 
Nintendo back in the 1990s. First, the 
vanilla version, subtitled The World 
Warrior, came out. That was followed by 
Street Fighter ІІ Turbo, and then there was 
Super Street Fighter ІІ: The New 
Challengers. (Also, Street Fighter Alpha 2 
came out on SNES, but it was a miracle it 
even ran on the hardware.) The version 
making it out on the SNES Classic, pecu- 
liarly, isn’t the last, most feature-packed 
release — it’s actually the middle one of the 
set, based on arcades’ Street Fighter II 
Turbo: Hyper Fighting. 

Street Fighter II Turbo is known for its 
faster play style compared to the original 
as well as its added variety of new special 
moves. The SNES version did include the 
option to play in "Normal" mode, which 
was essentially just the slower Champion 
Edition style. This version features 12 char- 
acters, including the eight originals and the 
four bosses — Balrog, Vega, Sagat and M. 
Bison — made playable for the first time 
here. 

While to most, Street Fighter ІІ Turbo 
represents the most popular version of the 
original game, it's lacking T. Hawk, Cammy, 
Fei Long and Dee Jay, who were all 
playable in both the recent Ultra Street 
Fighter II on Switch as well as in the later 
SNES release Super Street Fighter II. 
Capcom and Nintendo haven't really said 
anything as to why Turbo is the version in 
the SNES Classic. It's all even weirder 
because all three SNES Street Fighters are 
on Virtual Console already! 

Still, an SNES Classic without a Street 
Fighter would almost be like one without a 
Mario. This series absolutely had to be rep- 
resented on this relaunched SNES, and 
even if it might not be the best version, it's 
still got all the Hadokens, Yoga Flames and 
Psycho Power you need to relive the glory 
days of Street Fighter with your two con- 
trollers, your mini Super Nintendo and 
your HDTV. — NEAL 


ORIGINAL RELEASE 
AUGUST 13, 1993 


x 
SECRET OF MANA 


SOME PEOPLE PREFER Pepsi to Coke. 
Some like hot dogs over hamburgers. Me? I 
prefer Secret of Mana to The Legend of 
Zelda: A Link to the Past. Don't get me 
wrong! A Link to the Past is a fantastic 
game, but Secret of Mana has some special 
ingredients that put it over the top for me. 

Secret of Mana is the sequel to the 
classic Game Boy game Final Fantasy 
Adventure, and, like its predecessor, it 
revolves around the planet's magical life- 
force (the eponymous "Mana") and the 
battle to control its balance. After acciden- 
tally upsetting that balance by pulling the 
legendary Mana Sword from its home, 
you're tasked with restoring the balance by 
protecting each of the eight Mana Seeds 
that are strewn throughout the land from 
some nasty, vile creatures that would love 
to rule the world. 

Luckily, you'll have help defending the 
Seeds: A strong, self-reliant girl named 
Primm and the sprite child Popoi will join 
you soon after starting the game. Each of 
the three has unique strengths: Randi, the 
main hero, is adept at melee combat, while 
Primm and Popoi specialize in defensive 
and offensive magic, respectively. 

One of my favorite aspects of Secret of 
Mana is the variety of weaponry and magic 
spells available and the ability to level up 
each and every one of them. There's a 
wealth of customization to be had here for 
those willing to put in the work! Another 
major selling point for me was the multi- 
player aspect: If you have a friend close by, 
they can play along with you as one of the 
other characters! Unfortunately, you won't 
have the ability to have a three-player 
game here as you could with the original 
SNES, due to the two-controller limit of the 
SNES Classic. Regardless of how you play, 
you can set the behavior of the unused 
characters to your liking through a menu. 

Secret of Mana really won me over with 
all the things it could do that Zelda did not 
(Square did what Nintendidn't?), and you'd 
do yourself a disservice by ignoring it in 
favor of other options! - THOR 


ORIGINAL RELEASE 
OCTOBER 3, 1993 


MEGA MAN X 


HAVING BEEN A huge Mega Man fan for 
years and playing all the NES titles inside- 
out, seeing the next generation of Mega 
Man blew my mind — and | wasn’t the only 
one. Think of it as a transition from rock 
and roll to heavy metal. (See what | did 
there?) 

Mega Man X took everything that was 
good about the original Mega Man series 
and made it more epic. X seemed more 
"adult" — the themes were darker and the 
scenarios more dangerous. X and Zero, 
who are Maverick Hunters and are tasked 
with keeping the peace, save humanity 
from Maverick Reploids. Sigma has turned 
eight Reploids against the humans (so 
some things about Mega Man never 
change). The stages are set in places that 
make sense to see in a city, like a highway, 
an airport and a power plant. Best of all, 
playing these stages in a specific order 
means later stages are affected. For 
example, beating Chill Penguin’s stage first 
will freeze the lava-filled floors of Flame 
Mammoth's level, leading to extra collect- 
ibles becoming accessible. 

The secrets of this game are also 
abundant. Heart Containers extend the life 
bar, E-Tanks require a fill-up and we find 
out that Dr. Light, in his last-ditch effort to 
protect humanity, built X and left capsules 
all around to give him upgrades. Each 
upgrade affords X a new power, like 
dashing, half-damage or a better buster. 
You can even find Ryu’s Hadoken! 

Speaking of the X-Buster, the coolest 
part of the game is getting to charge all of 
the weapons X collects. Becoming invin- 
cible using the Chameleon Sting or 
covering the screen in a Storm Tornado is 
immensely satisfying. The fully powered 
regular shot is called the Spiral Crush 
Buster and is something to behold. All of 
the battles are challenging and exciting 
and have an element of strategy similar to 
the original series. | won't spoil the last 
boss for you, but finishing that battle is 
something every gamer should have on 
their to-do list! — BRETT 


ORIGINAL RELEASE 
JANUARY 19, 1994 


PUNCH-OUT!! 


AH, BOXING. THOSE devastating 
attacks! Those last-second dodges! Those 
... giggling teleporting kabuki actors and 
high-flying geezers? Hey, anything goes in 
Super Punch-Out!!. 

Much like the NES and arcade games 
that preceded it, Super Punch-Out!! is not 
so much a fighting game as it is a fast- 
paced, action-packed puzzle. The key to 
victory lies in reading your opponent's 
patterns and knowing when to dodge, 
when to block and when to counter-attack. 
When he's about to attack, do you use the 
chance to step aside, or do you punch him 
in the gut at the last possible moment and 
do extra damage? What about boxers who 
can only be punched in the face? What 
causes them to counter your moves, and 
when do they do it? All of these things 
must be taken into account. 

If you love wacky characters, you won't 
be disappointed by the cast of Super 
Punch-Out!! — every circuit is full of 
strange cartoon fighters. Any time you 
Sock your enemy, please take the time to 
appreciate the delightfully goofy faces he 
makes. Nintendo clearly hired their best 
silly face artists for this outing, and their 
craftsmanship shines in every bulging 
eyeball and slack-jawed grimace. Their 
attacks are just as odd too! Dragon Chan 
constantly tries to land jumpkicks on you. 
Masked Muscle is a former luchador who 
tries to blind you by spitting in your face. 
Narcis Prince is a fancy, foppish lad who 
becomes completely infuriated when he's 
punched in the face. Yes, this is a game 
where you have to seriously ask yourself, 
"How am I supposed to defend myself 
when the clown boxer starts juggling 
aggressively towards me?" The World Video 
Boxing Association seems to value radness 
over safety (just as they should). 

If you're into action, quick reflexes and 
smacking someone so hard that they fly 
across the ring and slam into the turn- 
buckle, then give Super Punch-Out!! a try! 
— LINDSEY 


ORIGINAL RELEASE 
SEPTEMBER 14, 1994 


FINAL FANTASY III 


HOW CAN YOU collect 21 of the best- 
loved Super Nintendo titles without includ- 
ing one of the greatest — if not the greatest 
— RPGs of all time? I was rooting for both 
Final Fantasy II (a.k.a. IV) and Final Fantasy 
III (a.k.a. VI) to make the cut, but Final 
Fantasy III ended up the overall winner in 
the end, with its ensemble cast, stellar 
design and a story that will move you to 
both laughter and tears. 

Who can forget the madness of Kefka, 
who was consumed by his lust for power 
and hated sand on his boots? The heart- 
break as Cyan watched his beloved wife 
and son board the Doom Train to the after- 
world. How Edgar and Sabin settled royal 
succession matters once and for all with 
the flip of a coin. A little girl with a magic 
paintbrush and a little boy abandoned and 
raised by monsters. A former general mas- 
querading undercover as an opera singer. 
And Terra, the mysterious demi-human at 
the center of it all, who wants to know the 
meaning of love. 

The story alone is phenomenal, but the 
design of the battle system made your 
characters almost completely customiz- 
able, thanks to Magicite that allowed them 
to gradually learn spells and summon 
Espers. Each character had their own 
special moves as well, like Sabin's fighting 
game-inspired Blitz attacks and Locke's 
stealing (but call him a "treasure hunter," 
or he'll rip your lungs out). While the first 
part is fairly linear, the second part is full 
of secrets, sidequests and monsters to find 
and slay on your way to confront Kefka at 
the very pinnacle of his power. 

Also, unless you still have access to the 
Wii Virtual Console or a Game Boy 
Advance, this will be the only way you're 
able to play the original Final Fantasy III on 
a Nintendo system — neither the original 
SNES version nor Final Fantasy VI Advance 
were added to the Wii U or New Nintendo 
3DS Virtual Console lineups in North 
America, which is a huge loss. (If only this 
version had the revised script...) 

— REBECCA 


ORIGINAL RELEASE 
OCTOBER 20, 1994 


DONKEY KONG 
COUNTRY 


DONKEY KONG COUNTRY is a true 
product of its time, for better or for worse. 
Partnering with Rare to face down Sega’s 
relentless attempts to take a piece of the 
market, Nintendo oversaw a revamp of the 
largely dormant Donkey Kong character to 
headline a new series taking place in its 
own little corner of Mario’s world. 

DK was back with a new cast of friends, 
family and enemies in a new setting, 
Donkey Kong Island, where King K. Rool 
and his Kremling army sought to make off 
with every last banana from the prime pri- 
mate’s prized pile. As islands go, this one 
was pretty diverse, challenging DK and his 
tag-team partner Diddy (who offered 
slightly different advantages and disadvan- 
tages than his more famous chum) with 
jungles, lagoons, blizzard-engulfed moun- 
taintops, factories, caves, ruins anda 
pirate ship showdown with K. Rool himself 
— all to the majestic tunes of the legendary 
David Wise, whose work would later be 
offered in a complete soundtrack CD! 

In terms of gameplay, DKC offers 
standard-but-fun platforming that fans of 
Mario should have little trouble adapting 
to. Its main hook, however, is its secret 
areas full of bananas and other treasures 
scattered throughout the island’s many 
stages. There are 101 in all, and finding all 
of them to gain Cranky "The OG DK" Kong's 
approval is the game's true challenge. 

While all of this together would make a 


solid game, that wasn't the main attraction. 


Rather, it was the pre-rendered Silicon 
Graphics workstation models used to 
create everything in the game. While the 
Super NES was a 16-bit machine, Donkey 
Kong Country's graphics were enough to 
shame offerings on more powerful 
hardware. And that's where DKC proves to 
be a product of its time: On a modern 
HDTV, the graphics . . . don't look that 
good. They just weren't designed for that 
level of clarity. But if the SNES Classic 
offers filters to ape the SDTVs of old, it 
could still provide a visual treat! — DAVID 


ORIGINAL RELEASE 
NOVEMBER 21, 1994 


A Truly 
Outrageous 
Checkerboard 
Challenge 


KIRBY'S DREAM 
COURSE 


KIRBY’S DREAM COURSE is probably 
one of the most esoteric games on the 
SNES Classic, and it makes a rather excel- 
lent companion to the other included Kirby 
game, Kirby Super Star. 

Originally released in 1995, Dream 
Course is a peculiar take on miniature golf 
starring the famed pink puffball. From an 
isometric perspective, players hit Kirby 
(starring as the golf ball) and putt him into 
the hole at the end of each stage. However, 
it’s not as simple as it seems, as the hole 
isn’t shown at the start. You have to hit 
Kirby into enemies, and when only one 
remains, that foe becomes the hole. 

What makes Dream Course so neat and 
novel is how it works in elements of Kirby 
into mini golf. Kirby acquires abilities — 
ranging from a sparky ball form that 
destroys some obstacles to an over- 
powered UFO that floats around for a little 
while — and uses them to make par. 

In total, Dream Course has eight distinct 
courses with eight stages apiece. More are 
available if you earn high scores in the 
courses. Also, the two-player mode is a lot 
of fun once you and your competitor learn 
the ropes of Dream Course. Four multi- 
player courses are also available for your 
fun-filled competitive escapades. 

| never played Kirby’s Dream Course 
until its re-release via the Wii U Virtual 
Console a few years ago, but I had a ton of 
fun with it and I'm looking forward to 
breaking it out again with the SNES Classic. 
Save states might be useful for tricky late- 
game holes as you try to get high scores. 

Here in Kirby’s 25th anniversary year, 
it’s also interesting to play as a Kirby 
career curiosity. It’s a Kirby game that was 
near the start of his legacy for being 
dropped into games in development, as 
this was initially a game called Special Tee 
Shot that was available on the Satellaview 
in Japan. It had the same perspective and 
wacky nature, but the late addition of Kirby 
likely made it a stronger game, adding in 
his abilities and cutesy style. — NEAL 


ORIGINAL RELEASE 
FEBRUARY 1, 1995 


EARTHBOUND 


FOR ALL THE Internet fervor surrounding 
EarthBound, it's easy to forget that when 
the game first landed back in 1995, 
NOBODY CARED. The combination of an ill- 
conceived ad campaign — foul-smelling 
scratch-and-sniff cards with a tagline that 
proclaimed "this game stinks" — and 
reviews that criticized the "dated" visuals — 
3D graphics were just coming into vogue — 
doomed not only this title but the entire 
Mother series' prospects in the West too. 
Time has a way of righting past injus- 
tices. From hero Ness' appearance in Super 
Smash Bros. to the grassroots awareness 
efforts of Mother fansite Starmen.Net, 
word about EarthBound's brilliance started 
to spread. No longer just a curio of the 
SNES library, EarthBound is now consid- 
ered one of the console's standout titles, as 
well as one of the greatest RPGs of all time. 
Still, for all the praise showered upon it, 
EarthBound has never been the easiest 
game to track down. Used copies command 
exorbitant prices on secondhand sites, 
while Nintendo went the entire Wii genera- 
tion without ever bringing it to the Western 
Virtual Console. Fortune finally struck 
when EarthBound hit the Wii U eShop in 
July 2013, but with that platform's days 
numbered, your best bet in the foreseeable 
future will be through the SNES Classic. 
For the newcomers in the back, you're 
probably wondering if all the hype is war- 
ranted. Short answer: YES! Long answer: 
EarthBound is a game unlike any other, 
even within its own genre. Rather than a 
fantasy realm of myths and magic, you 
explore an exaggerated pastiche of 
modern-day America, populated by cash- 
strapped traveling bands, creepy cultists, 
sewer mutants and other quirky charac- 
ters. You get homesick if you don't call 
your Mom, overworld enemies run in fear 
after you defeat their boss and a Camera 
Man spins down from the sky to snap com- 
memorative photos. EarthBound is a tran- 
scendent experience that deserves to be 
played by everyone. Don't let this fresh 
opportunity pass you by! - TONY 


ORIGINAL RELEASE 
JUNE 5, 1995 


SUPER MARIO 
WORLD 2: YOSHI'S 
ISLAND 


WHEN THE WORLD was talking about 
CD-ROMs, CGI graphics and virtual reality, 
along came a game that ignored all of it. 
Perhaps unsurprisingly, Super Mario World 
2: Yoshi’s Island was met with a low-key 
reception, but over the years it has gained 
the reputation it always deserved: This is 
one of the best 2D platformers ever made! 

Yoshi's Island is set before every other 
Mario game, with the Mario Bros. en route 
to being born (via stork). A Magikoopa 
named Kamek intervenes to protect the 
future of the Koopa clan, and the babies 
are separated. Mario is found on Yoshi's 
Island by a herd of friendly Yoshis who 
agree to reunite the siblings. 

Shigeru Miyamoto was under pressure 
to make a game using the same CGI tech- 
nology seen in Donkey Kong Country, but 
he pushed back with an aesthetic that 
looks as if it were scribbled in crayon, with 
adorable enemies to stomp and happy 
flowers to collect. 

While this provides a sense of childish 
wonder, it also hides just how technically 
impressive Yoshi's Island really is. It uses 
scaling, rotating and morphing effects 
(assisted by the Super FX2 chip) and inte- 
grates them with the gameplay in a way no 
game ever had before. Enemies fill the 
screen, Piranha Plants track your 
movement to spit cactuses at you, and who 
can forget the fight against Raphael the 
Raven on the surface of the moon, where 
the entire world rotates beneath you? 

Every level introduces a new idea, and 
each is packed with secrets. It's worth 
trying to track down the devilishly hidden 
Red Coins and Flowers, as you're rewarded 
with bonus games and super-challenging 
extra levels if you do. 

Yoshi's Island has always been conspicu- 
ously absent from the Virtual Console. If 
you haven't played it before, now is your 
chance to try out one of the best games for 
the Super Nintendo! — MARK 


ORIGINAL RELEASE 
OCTOBER 4, 1995 


SUPER MARIO 
RPG: LEGEND OF 
THE SEVEN STARS 


WHILE І CAN recall where | was when | 
played nearly every SNES game for the first 
time, my memories for Super Mario RPG 
are so jumbled together: It's all just one 
giant blur, given how many times I've gone 
back to it. 

It's one of those classics where you can 
pick it up with the intention of playing only 
a quick session, but end up spending an 
entire day with it. For a lot of folks, it was 
their gateway into the kingdom of RPGs, 
but even as someone who had already 
played a lot of hardcore games at the time 
of its release, | was entranced with its sim- 
plicity. It nailed everything so well that it 
would be easy to crown it one of the best 
designed and most streamlined RPGs of all 
time by any metric. 

The battle system is really where this 
one shines. By popping a button at the 
right time you can give a little extra 
"oomph" to your spells and abilities, a 
small little thing that's satisfying and fun to 
master. That's on top of the sleek platform- 
ing and lovely maps that are worth explor- 
ing inch by inch. 

unlike a lot of other action-oriented 
games though, | don't think Super Mario 
RPG will benefit too greatly from the added 
features of the SNES Classic. For the most 
part you're running from zone to zone, 
saving frequently in-between encounters 
(and right before boss fights), which aren't 
terribly long to the point where you'd need 
to restore a save state. Then again, there 
are some tricky quiz show-esque 
minigames, especially at the final stretch, 
So it could save a bit of heartache there. 

But with this gem, failure often results 
in a smile. | can't wait to face off against 
the hidden superboss of Monstro Town 
again, make bank at the casino, and get 
everyone's ultimate weapons. I'm going to 
get completely lost in the world of Super 
Mario RPG all over again later this year! 

— CHRIS 


ORIGINAL RELEASE 
MAY 13, 1996 


KIRBY SUPER 
STAR 


EVEN THOUGH IT got a remake - Kirby 
Super Star Ultra, on the Nintendo DS in 
2008 — Kirby Super Star in its original form 
is still chock-full of pink platforming 
goodness from the moment Kirby flies into 
the frame atop a Warp Star. Along the way, 
you'll relive Kirby's original Game Boy 
adventure, teach some baby mecha-birds 
how to fly and engage in an epic showdown 
with Meta Knight — while also trying to 
split the Earth in half in a karate block 
chopping competition and racing King 
Dedede for your dinner! The cartridge's 
original box art proclaimed "8 Games in 
One!", and you certainly got your money's 
worth, especially on your quest to get 
100% of the treasures in The Great Cave 
Offensive or defeat all the bosses in The 
Arena, including a Windows 3.0-style 
miniboss with 8-bit background music! 

What Kirby Super Star does best is 
improve on Kirby's Copy ability, which was 
originally introduced in Kirby's Adventure 
for the NES. After swallowing an enemy 
and copying their powers, Kirby can 
summon a helper by pressing A, which can 
either be controlled by А.І. or by a friend 
on the second controller. The copy abilities 
all have multiple attacks which are per- 
formed by different button combinations, 
like the charged attacks using Beam or the 
plethora of wrestling moves you can 
perform with Suplex. There's also a new 
one-time-use attack, Cook, which later 
inspired Kirby's Final Smash in Super 
Smash Bros. Brawl. There's even variety 
with how Kirby obtains these abilities — 
one of the eight games, Milky Way Wishes, 
has you track down "master" abilities you'll 
then be able to cycle through and select. 

1 was hoping that Kirby's Dream Land 3 
would make the cut for the SNES Classic 
because of its status as one of the last 
SNES games released in North America, 
but I'm perfectly fine with the selection of 
Kirby Super Star for its role in elevating 
Kirby to a platforming super star! 

— REBECCA 


ORIGINAL RELEASE 
SEPTEMBER 20, 1996 


STAR FOX 


FINALLY, IT’S HAPPENING! The original 
Star Fox is being re-released! 

This first-ever adventure of Fox 
McCloud, Falco Lombardi, Peppy Hare and 
Slippy Toad has been missing in action ever 
since the end of the 16-bit era, all because 
of a technical issue: Its unique use of the 
Super FX Chip to make its polygonal 3D 
graphics possible has not been able to be 
accurately emulated on any past Virtual 
Console service. Iconic games of this same 
era like Super Mario World and Super 
Metroid and A Link to the Past have all 
been offered to fans multiple times on Wii 
and Wii U and New Nintendo 3DS, but Star 
Fox has stayed stuck on its old grey plastic 
cartridge for over two decades. 

But no more! Whatever magic that 
needed to happen has happened at last, 
and Star Fox is set to soar once more. 

I can’t express to you all enough how 
wildly mind-blowing it was to see Star Fox 
in action for the first time in 1993. The 
SNES had already presented some pseudo- 
3D visuals in games like F-Zero and Super 
Mario Kart, but these were honest-to- 
goodness polygonal models flying around 
the screen! That wouldn’t become standard 
for Nintendo for three and a half more 
years beyond this game's point of release, 
and it was insane to see first-hand. 

Now, today, it's going to be far less 
impressive. The 3D models made to repre- 
sent Fox's Arwing and the enemies he 
blasts out of the sky are all rudimentary by 
modern standards — flying triangles and 
big chunky cubes. But even still, it's got a 
ton of charm, and the sound effects and 
music haven't aged in their excellence a 
bit. Hearing Fox and his team babble to 
each other in incoherent, garbled noises is 
going to be pure nostalgia for me! 

You may not have the patience to see 
Star Fox through to the end. And | get that. 
But you'll definitely want to play and finish 
at least its first level, because doing so will 
unlock a huge surprise! (Spoiler: The 
surprise is sitting right over there, on this 
same page!) — LUCAS 


ORIGINAL RELEASE 
MARCH 26, 1993 


gu 


STAR FOX 2 


WHAT? WHAAAAATTTTT????!!! WHAT is this? 
Great googly moogly with goggles on, it's an 
announcement that | never thought would ever 
happen! | mentioned back at the beginning of 
this article that the announcement of the SNES 
Classic was a major surprise, and that | wish we'd 
been able to include it in our "Element of 
Surprise" issue. But the existence of the SNES 
Classic itself was not the shocker — it was pretty 
easy to guess that it would happen. No, the real 
shocker was when Nintendo revealed it would be 
shipping to stores with STAR FOX 2 as one of its 
21 titles! 

Star. Fox. 2. The unreleased, almost entirely 
forgotten sequel that was canned at the last 
minute and never actually launched on the actual 
SNES when it was supposed to, over 20 years 
ago. Back in NF #18 we told the tale, going over it 
in a common retrospective. You know, just one of 
those little footnotes from Nintendo's long 
history. One of those games that got away. 

But now it's coming! Finally! Officially! 

Now, Star Fox 2 has been playable in emulated 
form thanks to the work of dedicated fans, as a 
version of the game that was about 9596 
complete was leaked onto the Internet years ago 
and patched up to a playable state by dedicated 
hobbyist hackers. Everyone assumed that that 
was that, and we at least had that version to be 
able to play around with as a "what might have 


been" kind of experience. But, unbeknownst to 
even the most hardcore Star Fox fans, Nintendo 
actually totally finished the game back in 1995 
and have just been sitting on it ever since. Now, 
in order to have one all-new, major selling point 
to slap on the box of the SNES Classic Edition, it's 
finally seeing the light of day! 

We fans weren't the only ones shocked — even 
the actual Star Fox 2 development team was 
caught unawares by this announcement! Dylan 
Cuthbert, the lead programmer and the man who 
made Star Fox possible in the first place, was 
taken aback and celebrated the news excitedly 
via his Twitter account, even organizing a quick 
get-together with the rest of the dev team from 
over 20 years ago to cheer the news together. It 
must have been quite a happy surprise to wake 
up one morning to the news that a game he'd 
brought all the way to the finish line is finally 
going to have its official launch, two decades 
later! 

Even aside from the incredible circumstances 
surrounding its long-delayed release, Star Fox 2 
should get you excited. It's the true origin point 
for the Arwing's Walker transformation that was 
revived for Star Fox Zero last year, and it also 
brings back into the canon two lost characters: 
Fay and Miyu, female fighter pilots who expand 
the Star Fox team roster from four to six. 

ЕЕЕЕККК!!! | can't wait!!!! — LUCAS 
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CHARACTER PROFILE 


They latch onto and leech the life force out of any life forms they 
find. They've terrorized the cosmos over and over again, and 
Samus Aran has blasted them to bits every time they appear. 
They are the Metroids! Let's look back across their long career. 
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In the original outing of Samus Aran, Metroid: Other M has plenty of problems, but right now it’s 
Metroids are the guardians of Tourian, the still the most recent installment of the series made for a 
final area of the game. And they’re horri- home console and therefore gives us the best, most 

fying! They grab onto Samus and drain visually advanced look at Metroids we’ve seen in-game so 
her life energy away as she struggles to far. Particularly imposing is the massive Queen Metroid 
break free. Use Bombs, Samus! Escape! who rules over one of the boss battles in the game! 


Ii —IIS m m m m Cf 
FIRST APPEARANCE 
METROID (1987) 


How many video game enemies can Another console generation later, the They may be down and out in their Samus Returns being a remake of 
say their series is named after them? concept artists decided to make own series, but they still enjoy Metroid 11 is the best news this 
"Samus" only shows up in subtitles. these monsters more monstrous. draining energy from Smash fighters. sinister species could have ever 


hoped for, as it’s the chapter of the 
saga in which they are most promi- 
nent! Back in the spotlight, baby! 


But despite having their name on the It’s hard being a Metroid, as Samus is "Metroid" was still on the box, but no 
game, the Metroids’ official art always gunning to exterminate you. actual Metroids appeared in Metroid 
looked a bit goofy their first time out. The species is basically extinct now. Prime Hunters. What an insult! 


Metroids are back in a major way starting on September 15, as 
Samus Returns is a return to the public eye for Samus Aran, sure, 
but it’s also an adventure heavily focused on the Metroid charac- 
ters themselves. They’re not just shoved into a late-game area or 

used as a boss enemy at some point several hours beyond the 
title screen — they're in the mix from the mission's first minutes! 


BY LUCAS M. THOMAS 


RETRO 


APPARENTLY GLEEFULLY 
SQUISHABLE. (PM NOT 


“SKREEEE! ІІ” GETTING CLOSE ENOUGH 
my = TO TEST IT, THOUGH.) 


PULSATING 
NUCLEI 


ENERGY-DRAINING 
ORIFICE 


FACE-GRABBING 
TALONS 


WHAT? METROID IS 


THE BABY!! EVOLVING! 
TH E BABY!!! Most of the Metroids Samus comes across in her 


While Metroids are simply missions are in their larval form, seen as the 
common foes for Samus to largest illustration on this page. That’s just the 
destroy throughout most of her beginning of their life cycle, though! Metroid ПВ 
games, there’s one individual іп Return of Samus introduced advanced mutations 
the species that plays a critical of Metroids, each one larger and more destruc- 
storyline role in several install- tive than the last. The one seen here is aGamma 
ments: the Baby! When Samus Metroid, the second of five stages beyond the 
encounters this infant, the two "normal" larval form. There are also Alphas (the 
form an instant bond. That first kind you'll come across in Metroid II, and 
bond then drives the narrative also its remake Samus Returns), and beyond 
of three more adventures Gamma there’s Zeta, then Omega and finally the 
beyond its first appearance! pinnacle of the predators: the terrifying Queen! 
(Make sure you load up on Missiles!) 
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WARP ZONE 


What Nintendo Power was writing about way back when. 


AFTER STARTING THINGS off with a Super- 
Powered bang (see below), the September 1992 
issue of Nintendo Power kept things kind of low- 
key, focusing on a Felix the Cat cover story for the 
NES, along with Prince of Persia and Little Samson 
(which has become a rare and valuable title in the 
25 years since). Portable Power Players got to meet 
George Jetson in Robot Panic, along with coverage 
of Dr. Franken, Kingdom Crusade and Barbie: Game 
Girl. Playing with Super Power meant visiting Dino 
City, hitting the lanes of Super Bowling, board game 
fun with Clue and Monopoly and experiencing the 
first entry in what would ultimately become known 
as Quintet’s Soul Blazer trilogy. 

The funny pages featured more of The Legend of 
Zelda: A Link to the Past, Super Mario Adventures 
and Nester, who showed the Red Baron a thing or 
two in Wings 2: Aces High. More comic action 
shared the flip side of the Dino City map, with a 
poster of Spider-Man taking on Carnage in anticipa- 
tion of LJN's then-upcoming NES, Game Boy and 
Super NES releases starring the web-head. 

Player's Poll winners would get to hang out with 
former Celebrity Spotlight guests DJ Jazzy Jeff and 
the Fresh Prince, Will Smith, and take home a 
Miracle Piano Teaching System. Tim Allen brought 
"more power" to Celebrity Spotlight, and the Top 
20s looked more diverse than ever, with Super 
Mario Bros. 3, The Legend of Zelda: A Link to the 
Past and Metroid 11: Return of Samus claiming the 


pros at Nintendo. 


A full year gets you $36 in exclusive 
Power Certificates to help you get the 
hottest game paks at reduced prices. 
Subscribers will find the first set of 
certificates in their October is 


TRADING CARDS |P 


Every month you'll get 6 Power 
Trading Cards--they feature stats 
and challenges for your favorite 
games. You could score a free 
game pak every month, just by 
collecting the winning sets. 


NINTENDO POWER 
SUBSCRIPTION 


Nintendo systems, straight from the 


top spots. 

Finally, Pak Watch was headlined by Sunsoft's 
attempt to rival a certain Blast-Processed Blue Blur 
with Road Runner's Death Valley Rally. 

In October, things started off hot with a Super 
Mario Kart cover story. Spider-Man: Return of the 
Sinister Six swung onto the NES alongside 
Adventure Island III and another modern-day rarity, 
Power Blade 2. Also swinging onto the scene was 
Bionic Commando for Game Boy, joined by Tom & 
Jerry and Double Dragon 3, with Super Play Action 
Football, The Simpsons: Bart's Nightmare and Out 
of This World accompanying Mario for 16-bit fun. 

Player’s Poll winners were invited to solve a Clue 
mystery at a luxurious resort hotel, which is 
probably the kind of accommodations the Marios 
would rather find themselves in than the Ghost 
House they unwillingly explored in this issue’s 
comic. Elsewhere, Link finally found Zelda in his 
comic quest, and Nester learned a bit of swordplay 
in Prince of Persia. Also, the top of the Top 20s read 
about the same as before, except Super Mario Land 
reclaimed its throne atop the Game Boy chart. 

Wrapping things up in October '92 were future 
Super NES superstar Ken Griffey Jr. playing some 
Super Mario Bros. Pinball in Celebrity Spotlight, 
Square trying to wean the West on Final Fantasy 
with Mystic Quest, the announcement of the Classic 
Series of NES re-releases and a contest for Mario 
Paint artists. — DAVID 


TOP SECRET 
PASSWORDS 
PLAYER’S GUIDE 


This exclusive guide with passwords for 
over 130 titles will give you immediate 
access to new levels of challenge. It's 
over 160 pages of top secret codes for all 
three systems-mmti Рон 


POWER CLEANING 
SERVICE 


Coming in January, this members-only 
issue is a year-end look at Nintendo's | 
best and it's packed with exclusive 

stuff that won't be available in stores. |” 
It's the best of te best plus a look at — — _ 
what's next from the world of Nintendo. = 


JOIN THE SUPER POWER CLUB TODAY! 


Just seeing each new issue of Nintendo Power show up in the mailbox was reward enough for 
Nintendo fans 25 years ago, but then the Power got cranked up another notch! Those receiving 
the October 1992 issue became inaugural members of the Nintendo Power Super Power Club. 
With each issue thereafter, subscribers would receive a set of Power Trading Cards, money-saving 
"Power Certificate" coupons for new games, free Power Cleaning Service for their Nintendo 
systems plus the upcoming Top Secret Passwords Player’s Guide. That was only the beginning: 
Each January would bring a Super Power Issue packed with extra bonuses and content, and it 
eventually gave rise to the Super Power Supplies catalog, full of Nintendo merchandise! 
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of NES Tricks 
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NF: How did you two meet and start 
making games together? 

LUCAS: Joao and | were classmates in 
the Computing Science program at the 
University back in our hometown of 
Belo Horizonte. We were taking the 
course as a path to fulfill our desire in 
creating games, and that common 
interest naturally brought us together 
as friends and as a team. As students, 
we tried to start some game projects, 
but University didn’t actually help with 
that time-wise, as we were always so 
busy with course-related activities. 
But we did participate in a few game 
jams that went surprisingly well. 

Just before our final year, each of 
us did a student exchange program 
abroad in a different place: João went 
to the Netherlands, while | went to 
Canada. In 2014 we got back home, 
and thanks to a lucky coincidence, 
found out we'd be neighbors. With our 
course nearing its end and the 
increasing pressure to choose our next 
path, we decided that making games 
would be our only option. Considering 
the scarce industry in Brazil and our 
lack of experience, we needed to start 
something ourselves. It was during the 
prolonged vacation the World Cup 
brought us that year — yes, the 
Germany 7, Brazil 1 World Cup — that 
we could finally start working full-time 
on our first project, Magenta Arcade, a 
small mobile shmup. And then Long 
Hat House was born! 

After launching that game we met 
pixel artist Victor Leão in a local indie 
event he organized called MIND, and 
through him we met the musician 
Thommaz Kaufman. As soon as we 
started Dandara, in late 2015, we 
called him to work on its music and 
sound effects. Victor, who was working 
on other projects back then, only 
joined us earlier this year. 


What's it like to be an indie dev in 
Brazil, compared to what you 
imagine the experience must be like 
in the united States? 
ЈОАО: On a day-to-day basis, not too 
different. We all do basically the same 
things. But | do imagine that in a place 
like San Francisco where there are 
tons of other great, established 
studios, it's really hard to get noticed. 
That's one of the good things about 
working in Brazil, or even Belo 
Horizonte: We're kind of joining this 
small group of studios where we get to 
know each other in person and recog- 
nize each other's accomplishments. 
So, for example, making it to the 
Nintendo Switch feels, and is, really 
big in there! And we do work to push 
each other up and grow together. 
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But of course there are the many 
cons. We have to struggle with the lack 
of structure to support indie develop- 
ment, with the lack of know-how our 
recent industry has and the distance 
between us and places where big 
events like GDC, PAX, GamesCom, etc. 
happen. 


Dandara is based on a legendary 
freedom fighter from the 17th 
century. Why did you choose her as 
your lead character, and how much 
does your game work with her real 
life story? 

LUCAS: In the very very beginning, 
after some brainstormed ideas, the 
game was supposed to be about 
slavery in Brazil. While doing our 
research we learned about Dandara 
dos Palmares and had our main char- 
acter design inspired by her. 

Then, we realized that when 
making a game with such a sensitive 
topic, we'd need to do really thorough 
research to honor the subject in the 
way it should be honored. That would 
have surely cost us the time that we 
wanted to use for the development 
process itself, so we shifted the game 
to something else more personal to 
us, and more resonating with the 
mechanics. However, at this point we 
already liked Dandara's design too 
much to let it go. 

But the original story of Dandara 
dos Palmares is still present in the 
game as inspiration, together with 
what Dandara represents. And, 
although the game doesn't speak of 
her history or show her real life, the 
theme of fighting for freedom and 
against oppression is still present in 
the game's narrative. 


You describe your game as a 
Metroidvania. What do you mean by 
that, and what makes your game dif- 
ferent from others in the subgenre? 
JOAO: Well, this is a tricky one. The 
term Metroidvania itself is very loosely 
defined, and it's important to know 
that we use it as a tool to easily 
describe the game's flow for those 
who have some gaming experience. 
The exploration, the backtracking, the 
power-ups and upgrades, the branch- 
ing paths, the ambient story that 
never overshadows the gameplay. We 
believe that we might as well reach 
the same community. 

But we're not at all locked into a 
formula, or trying to copy/simulate 
other games in the Metroidvania 
world, much less compete with them. 
Instead, because of our unique 
movement system, and our unusual 
initial idea of making it a mobile 


game at first, we were forced to come 
up with most of the game's systems 
from scratch, or to get inspiration 
from completely different games that 
have nothing to do with Metroid or 
Castlevania. 


When Metroid was first released over 
30 years ago, it presented us with a 
world that felt truly alien, filled with 
bizarre surprises and secrets. What 
does it take, in 2017, to create some- 
thing that players will take as truly 
unknown and unexpected? 

LUCAS: | don't know what it takes — I 
can only speak of what we're trying to 
do. The game mechanics help us a lot. 

In Dandara, the concept of gravity 
itself is distorted. Bent. Rotating 
cameras, bizarre characters and 
monsters create a sense of strange 
worlds, together with unusual 
movement mechanics, music and 
dialogue. The player learns to expect 
that something strange can and will 
happen at any moment. Despite all 
that, the player gets familiar with the 
world and feels that it has a cohesive 
nature. 

Also, we come from a shoreless and 
relatively unknown part of Brazil, and 
we do put a lot of what we see every 
day into the game. It's pretty cool to 
show our culture to the world, but 
that's far from the main reason for 
doing that. The exotic things that 
faraway humans do can feel strange 
sometimes. Still, you feel that there's a 
very profound reason behind every- 
thing. 


Bringing "the touch generation" and 
"buttons and sticks traditionalists" 
together is no small feat. What have 
been the hardest and easiest parts of 
making a game that plays as well 
with a gamepad as it does with a 
touchscreen? 

JO ÀO: Yes! Initially, the game was 
designed for a touchscreen environ- 
ment — but we didn't want to follow 
the trends of mobile gaming today. We 
would like to make a game where you 
can immerse yourself in the experi- 
ence and be rewarded for it. There's a 
lack of that kind of game, and it's 
pretty sad because the touchscreen 
can do so much more. 

The idea of controllers came in 
later, and it's amazing how it worked 
out while remaining a fresh experi- 
ence. In a way, it has always been a 
game about bringing the little 
"buttons and sticks traditionalists" 
spirit that must exist amongst the 
mobile players. Now it only caters to 
more people. 

Believe me, I can't pinpoint the 


easiest part of the process, but | can 
pinpoint one of the hardest ones: U.I. 
There are so many restrictions and 
needs. You don't really imagine how 
different a controller menu looks from 
a touch menu, all for the same 
purpose. We already went through so 
many iterations on everything, and 
we're still working hard to improve 
them more and more! 


Your game breaks a lot of rules, 
including the classic laws of charac- 
ter movement, combat, and even the 
law of gravity! What are you hoping 
the player feels while mastering 
Dandara's dizzying, at times literally 
ground-breaking game mechanics? 
LUCAS: First, we expect to convey 
that feeling of playing a really differ- 
ent game for the first time. Dandara's 
unique gameplay will feel weird at 
first, and even experienced players 
will take some time to adjust to 
quickly jumping and zig-zagging 
around. It means the players' abilities 
will be growing together with the 
character, the story and their knowl- 
edge of the world. This way there's 
that constant feeling of learning, and 
the reward of getting better and mas- 
tering something. 

Dandara is also not meant to be an 
easy game — there's an exhilarating 
feeling of overcoming great chal- 
lenges. And each time a player fails, 
we expect them to feel that they're 
constantly learning. Repeating the 
level is helping them to move quicker, 
trying new strategies and being able 
to avoid and dodge attacks they 
wouldn't have before. 


What has it been like to receive 
feedback on the game so far, from 
awards shows, hands-on players at 
conventions and from your publish- 
ing partners at Raw Fury? 

JOAO: When you make а game that's 
so different, it's easy to think that 
nobody will understand it no matter 
how hard you try. You're trying to 
make the most perfect levels that 
teach the player how to play the 
game, so it's really amazing to see 
people getting it. 

Harsh feedback is also important 
for every game, but for this it doubles 
the importance because you're going 
to deal with a way broader pool of 
contexts and expectations than you 
would with a normal sidescroller, and 
we sure received lots of that. 

About Raw Fury — they avoid giving 
too much feedback. They want us to 
be creatively free. If we ask them for 
feedback, they'll gladly speak their 
mind though. It's been nice. 


Why did you choose games as your 
medium of expression, and what are 
the advantages and disadvantages of 
making games compared to writing 
books, drawing comics, making films, 
etc? 

| really didn’t have to consider 
it that much. | mean, since very early 
in my life, since 3 or so, | always loved 
video games — there was never a 
question about it. It was pretty much 
when | realized there should be 
humans making them that І wanted to 
make them too. 

There are disadvantages. | mean, 
the main one is the fact that what you 

: | : design is so far from the actual 
; ; player's experience: You have to 
. — — te consider that the player might have 
Р тты, +) рь... Қ 

Gm - knowledge ог skills that may or may 

- - b not help them, and that the context 
that the person has always lived in 
and is in right now also changes what 
they’re getting from the game. 

But the advantage is that you have 
to develop your empathy. You’ve got 
to think like the player who doesn’t 
have any clue; you've got to think as 
the speedrunning player. You gain a 
reason to absorb so much silly infor- 
mation about why people do what 
they do, so you can apply those in 
games. 


If you were allowed to make a new 
game in any Nintendo franchise, 
which would you choose and why? 
That’s a hard 
question! So many to choose from! It 
is also hard since sequels tend to only 
make what was good before even 
shinier, with just a few twists. Except 
| Ë that actually changed with Zelda 
recently, and maybe Mario, so who 
But we think it would be the Mother 
franchise, because we feel there's still 
so much potential for a game like that. 
Mother brought super game-y 
mechanics like turn-based RPG struc- 
ture to the mundane. What's not to 
love about that? 


Finally, if you could have any super- 
power, what would it be and why? 

Teleportation, of course. | feel 
that’s the superpower that would 
make life easier — as much easier as 
possible (compared to normal life). No 
more waiting around airports looking 
at expensive stuff that should be 
cheap! 

Telekinesis, of course! But I’m 
afraid | would use it so much that | 
would actually start to move my body 
with it, and then turn into a fat blobby 
monster that just keeps floating 
around. 
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COMIC BREAK 
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CREW wIPE!? You KIDS FoR? 


„TOURE OVERRUN WITH FISH! — FISH ALL OVER THE PLACE! $ You CoULD LEARN A THING 
FRom OUR NEWEST RECRUIT... 


BY MATTHEW TARANTO 
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REVIEWS 


Тһе \War,forjlurfirages'on: 
Read our, full review of, 


Splatoon 2! 
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Doubling Down 


SAYING SPLATOON MADE a splash 
two years ago undersells its initial 
impact: The game arrived like a tidal 
wave, with Nintendo delivering an 
inspired and unique take on the 
shooter genre. 

So needless to say, there’s a lot 
riding on Splatoon 2. It’s arguably the 
biggest sequel for Nintendo this 
decade. And the game serves as a 
major online experience for Switch — 
an area of weakness for the company 
on a system still in its infancy. 

In fact, Splatoon 2 doesn't have you 
set your sights on single-player 
upfront. After a short tutorial, the 
shooter pushes players toward Turf 
War. It's the returning and main multi- 
player mode for the game, where 
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instead of focusing on targeting the 
other team, the goal is painting more 
of the map red, blue, green, yellow, 
purple... you get the idea. 

Turf War is simple, fast and fun. 
Making a mess with colored ink 
doesn't get old, and there's a surpris- 
ing amount of strategy right below the 
surface with two teams of four facing 
off. Do you keep your head down with 
the Roller? Do you roll to the front 
lines with the rapid-firing Dualies? Do 
you offer support from afar with a 
sniper-like Charger weapon? 

The questions don't stop there. 
Each main weapon comes with a sub, 
including new additions to the sequel 
like (my favorite) the Curling Bomb 
and Toxic Mist. Then there are the 
specials attached as well. Ink Armor, 


for example, boosts defense for your 
whole crew, while Splashdown has you 

jump up and land with offensive 
oomph. 

That's not all for 
customization, 
though. One of the 

main hooks of Splatoon 
2 is style. Dressing to 
impress includes stat buffs, like Ink 
Saver for your main weapon or a Quick 
Super Jump to return to a teammate 
faster. Yeah, you can dismiss this 
aspect of the game, but gearing 
up and fitting abilities to your 
actions makes sense. (Just 
wearing the coolest threads you 
can find is OK too.) 
All of these options are on 
top of one of the best aspects of 
Splatoon 2: the movement. You 
can actually dive into your ink, 
transforming into a squid and 
swimming quickly around a level or 
multiplayer map. Your cover is literally 
the coat of paint you spread on the 
environment. It's very clever. 

But most importantly, moving 
through the paint feels fantastic. 
There's something so satisfying, and 
even freeing, about dipping into the 
ink and darting around. Plus, this 
ability also offers a stealth benefit. 
You're basically hidden under your 
colors as a squid, except for the 
ripples made. 

One question might still be popping 
up for you, however: How does this all 
handle in the transition from the Wii 
U's GamePad to the Nintendo Switch's 
Joy-Cons or Pro Controller? The 
answer is perfectly. The second screen 
is never missed, personally. Pressing 
the X Button brings up the map 
quickly, with the D-Pad selecting a 
fellow Inkling for a Super Jump. 

Now, not everything about 
Splatoon 2 is ideal, though — espe- 
cially with multiplayer. The online 
aspects of the game still feature some 
huge head-scratchers. First up, there's 


no way to party up with a friend and 
join a Turf War match together. 
Instead, like in Mario Kart 8 Deluxe, 
you can only queue up to connect to a 
lobby once a spot opens up. 

This is baffling, especially consider- 
ing Splatoon 2 allows you to squad up 
in League Battle. But that mode 
requires both people to achieve a B- 
rank in Ranked Battle first, which may 
take hours to unlock. 

On top of this restriction, online 
voice chat is relegated to a smart- 
phone app — but honestly, you're 
better off just calling a friend or using 
an alternative service, like Google 
Hangouts. It's insane that Nintendo 
still struggles with such a feature that 
is so standard and universal on other 
platforms. 

Sadly, that's not the only omission. 
There's no way to swap weapons once 
you're in a Turf War lobby. That means 
if you do connect with a crew, you're 
stuck. The alternative is possibly 
sitting out for multiple matches for 
someone else to leave. (Funny enough, 
League Battle does find a way to let 
you switch loadouts. Possibly because 
this mode doesn't consistently keep 
you with the same competitors.) 

Usually, these criticisms would sink 
a game — but they don't with Splatoon 
2. The game is that stupidly good. The 
inexcusable somehow drifts away 
during Turf War matches. The com- 
plaints are definitely legitimate, but 
staying away from this sequel isn't. 

And thankfully, there is one new 
mode where grouping up online works 
just like it should: Meet Salmon Run. 
This cooperative experience throws 
together four people to fight against 
three waves of foes. It's an amazing 
addition to the series. 

You're stuck on an oil rig-like 
island, surrounded by pollution. The 
toxic waters will rise and fall, and out 
of them enemies will come. But not all 
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of them will be low-ranking Chum — 
there also are Boss Salmonids with dif- 
fering weaknesses. The Flyfish, for 
example, is taken out of the air by 
bombing both of his missile-firing 
buckets. Meanwhile, Steel Eel’s tail 
must be shot to stop the deadly and 
lengthy foe. 

Thus, team tactics are a must, 
especially when multiple Salmonids 
show up. You see, Salmon Run doesn’t 
hold back. The mode deals out quite 
the challenge with A.I. enemies, even 
throwing out random occurrences: In 
one round | played, night fell over the 
isolated level and faster foes 
appeared. 

That's not the only thing that 
changes up, either. Salmon Run is con- 
troversially only available to be played 
on certain days, at certain times. Each 
timeslot then features only four differ- 
ent weapons, each assigned to a 
player for one wave. So, if you don't 
like the gatling gun-like Heavy 
Splatling? Doesn't matter. Use it well 
or lose. 

This all comes together to create a 
captivating cooperative mode that will 
hopefully see more content added 
through future Splatoon 2 updates. 
Salmon Run presents the perfect 
cooperative complement to the com- 
petitive Turf War. 

But what about going solo in 
Splatoon 2? Obviously, that's possible 
in Salmon Run and Turf War, but the 
game also has a single-player story 
campaign. The original Squid Sisters 
have been separated. Callie is missing, 
and Marie enlists you, as Agent 4, to 
find her cousin. (Well, technically, 
saving the Great Zapfish is the goal at 
first.) 

The story shows promise early with 
Marie, but ultimately falls flat. The so- 
called twist is seen a mile away, and 
most of the narrative is conveyed 
during short text segments between 
worlds. The worst part: None of the 
dialogue is voiced. This presents a 
problem while playing stages: 


Splatoon 2 is a fast-paced game, so it's 
unacceptable to expect people to stop 
and read conversations in text boxes 
on the bottom of the screen. 

At the end of the day, the narrative 
never harms what's entertaining about 
the solo mode. But what's disappoint- 
ing is there are plot beats, characters 
and gorgeous worlds asking to be 
explored more fully. 

Honestly, this all probably sounds 
similar for anyone familiar with 
Splatoon. The structure from the first 
game even stays intact, for the most 
part. Once again, there are five worlds 
containing a handful of levels. But 
that's not a bad thing. Almost every 
stage presents a new concept - like 
rails to grind on, or rollout mats, or 
huge sponges - for a fantastic mix of 
variety. There was only one point 
where the fun got stuck in the mud: 
Octo-Resort Spring. (Those bouncy 
pads stink.) 

The best part of Splatoon 2’s 
single-player revolves around the 
rails, which almost seem ripped out of 
the Xbox One exclusive, Sunset 
Overdrive. You can shoot and shred on 
them - so this functionality is better 
than what's available in a Turf War 
stage like Moray Towers, where only 
swimming is possible along the wires. 

Nintendo does treat Splatoon 2’s 
single-player as training for multi- 
player in other ways, though. Sheldon 
will equip you with different weapons 
for each stage. This means - like 
Salmon Run — getting to know guns 
and brushes and buckets that aren't 
your first choice. But this hands-on 
experience might lead you to find a 
new favorite! Or, at the very least, 
make you better prepared for Salmon 
Run. 

Once you feel like a 
pro, Ranked Battle and 
League Battle are 
waiting online. They mix 
up multiplayer with three 
modes — Splat Zones, Tower 
Control and Rainmaker — which 


Don't get ое V: 
Stay off the hook! 


introduce more traditional shooter 
rulesets to Splatoon 2. Splat Zones 
puts a nice spin on King of the Hill. 
Rainmaker, meanwhile, turns the flag 
from Capture the Flag into a rocket 
launcher to grab, utilize and transport 
to the enemies’ base. These modes 
might never hit the high watermark of 
Turf War, but they come close, espe- 
cially when on the right team (which is 
always the Good Guys). 

What puts Splatoon 2 over the top, 
without a doubt, is its stylish presenta- 
tion, visually and aurally. First off, 
there’s nothing out there that matches 
the vibrancy, striking character 
designs and messy paint aesthetic of 
this sequel (except for the original). 
There's a reason why fanart floods the 
Internet for this series. 

Plus, unlike Nintendo's other touch- 
stone series, Splatoon 2 lets you put 
your personality on your character. 
Your Inkling isn't predefined like 
Mario, Peach, Link, Donkey Kong and 
Samus. Instead, picking your haircut, 
gender and skin tone is available. 
Then there's all of the aforementioned 
attire to buy! You get to do you, and 
that can't be underplayed. 

Splatoon 2 smartly populates 
the hub world, Inkopolis, with the 
world's customized characters. 

So not only do you see your 
Inkling, you view what everyone 
else is doing with theirs. This 
gives a real sense of life to the 


sequel. 


*; Marina 


Don't get cooked... 
Stay off the hook! 


Overall, Splatoon 2 looks a bit like a 
paint-by-numbers sequel. It’s only 
been two years since Nintendo's 
biggest new franchise landed — so 
visually, not too much has changed, 
and the single-player structure feels 
familiar. But there's more than meets 
the eye here. Salmon Run turns your 
artsy arsenal away from each other 
and toward the Salmonids. The mode 
matches the fun found in Turf War, 
which is no small feat. And the multi- 
player continues to be a blast. There 
are criticisms, no doubt, but they only 
hold this stunning sequel back a bit. 
— EVAN 


SECOND OPINIONS 
SPLATOON 2 
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ONLINE ODDITIES 


SPLATOON 215, for all intents and purposes, a better game than the first 
outing. Splatoon was an absolute blast and provided an extremely unique expe- 
rience in the world of online shooters — Splatoon 2 comes back bigger and 
better in every way. There are new online modes to enjoy like Salmon Run, we 
see Hero Mode return with a brand-new slate of levels, and even the graphics 
have gotten a noticeable overhaul. The only true disappointment in Splatoon 2 
comes from Nintendo’s baffling implementation of online play. 

With the Switch, many had hope that Nintendo would finally nail online. It 
seems to be the one piece of the puzzle Nintendo can never land. Unfortunately, 
much of that hope was put on standby the moment fans learned that a mobile 
app was needed to enjoy voice chat. Even those who didn’t find the app a deal- 
breaker when announced have been disappointed with its implementation and 
features since launch. Couple that with the odd way playing online with friends 
works, and you seriously have something in Splatoon 2 to gripe about. 

Your enjoyment could very well depend on how you feel the online aspects 
work. After all, Splatoon 2 is all about online play! So long as you don’t mind the 
quirks and hiccups, the strange decisions and speedbumps, you could have an 
absolute blast. | personally am quite forgiving with any online situation, and 
have been playing quite a bit online with friends. We're all having a fantastic 
time, and the weirdness of the online setup has faded away. If you think you're 
capable of doing that, you should find a supremely engaging experience here. 
— KEVIN C. 


GAME OF THE YEAR CONTENDER 


SIMPLY PUT, SPLATOON 2 is likely my Nintendo Switch game of the year. 
Naturally, it builds on what made the original good, but why fix something when 
it isn't broken? 

It starts with the gear system, which has seen plenty of improvements. The 
lineup of abilities has greatly been altered, forcing you to relearn everything 
from square one. Splatoon fans will find themselves gleefully tinkering around 
with options as they try to tip the scale in their favor. Scrubbing clothing and 
applying Ability Chunks to the gear you want will help you in many ways. The 
weaponry has seen new upgrades as well. Next to a larger lineup, some options 
have new touches that make them stand out. Take Chargers, for example — it's a 
big deal that you can store your charge and then swim around in ink to find the 
best firing position. It makes the value of a good sniper apparent. 

Of course, the gameplay in Splatoon 2 is what truly matters. Turf War is back 
and it’s still the same amount of fun as before. With eight maps available from 
the get-go, there’s plenty of inking to go around. It’s the mode | use to unwind, 
as | take it more seriously elsewhere. This can particularly be felt during the 
Ranked and League Battle options, which see you duke out three different 
modes. Sadly, no new mode has been added here, but there are tweaks that 
make it feel fresh at least. 

| could ramble on about how complete this package feels, but there’s a good 
chance that you're already playing it. And why wouldn't you? Out of everything 
on offer, this is most competitive experience you'll have on the Switch! — DAAN 


TURF WAR STAYS WINNING 


THE BIGGEST QUESTION lingering around Splatoon 2 was never whether or 
not it would be a good title; anyone who put any amount of time into the original 
knew its Switch follow-up was going to be one of the console's must-haves. 
Rather, the question was whether or not the game would be different enough to 
justify calling it a sequel. That's certainly a valid question, as a quick look at the 
two titles will tell you that they're extremely similar. Still, while Splatoon 2 may 
not be as surprising as the first, it's certainly more refined, and Nintendo has 
introduced plenty of new elements to lure players in all over again. 

The standout new feature is Salmon Run, the game's twist on horde mode. 
Despite its limited availability, it's incredibly fun and delightfully tense, vying 
with Turf War for my personal favorite game mode. The single-player campaign 
also received an overhaul for this sequel, and while it doesn't differ all that radi- 
cally from the first game's Hero Mode, its clever level design and boss battles 
still make it worthwhile. 

As welcome as these changes are, however, the game's biggest draw remains 
Turf War, which is just as fun and addictive as ever. It helps that the new maps 
are all great, and the time it takes for them to rotate out has, thankfully, been 
reduced to two hours instead of four. Best of all is the game's refined gear 
system, which lets you scrub equipment of abilities and reassign them as you 
see fit. It still has some issues, as Evan pointed out (the inability to switch gear 
while queued up for a match is particularly frustrating), but these qualms do 
little to detract from what an absolute joy Splatoon 2 is to play. — KEVIN K. 
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JUST ONE MORE GAME! 


AT FIRST, I was uncertain about Splatoon 2. Having to restart back from Level 1, 
regaining experience and re-unlocking the weapons I’ve had ready access to in 
the first Splatoon for two years made me feel like this sequel was a little too 
similar to its Wii U predecessor. 

But then | kept playing. And playing some more. And when | went to turn it 
off for the night, I'd somehow find myself sticking around for three or five or 17 
more matches! Pearl and Marina caution every Splatoon 2 player to "stay off the 
hook," but this game has absolutely got its hooks into me. 

I don't think it was one particular moment that got me past my poor first 
impression. Maybe just little bits of appreciation hitting me through each new 
Turf War | took part in, or each new Salmon Run | worked. It takes a while to 
learn the new maps, for example. At first, you might dismiss them as too similar 
to the first Splatoon’s — especially the ones directly returning from that game. 
But even those have been tweaked and adjusted, and it’s clear after hundreds of 
matches just how critically Nintendo’s designers looked at the placement of 
every little wall, corner and platform. I'm loving these maps now that I've 
learned them, and it’s especially satisfying to dominate the opposing team by 
controlling the center, pushing them back to their spawn and ultimately racking 
up a huge high score for yourself. (My Switch’s Album is filled with proud results 
screen snaps like the one above.) 

Yes, even if Splatoon 2 seems too Splatoon 1-ish at first, give it time. This isa 
real sequel after all, and | can’t stop going back for more! — LUCAS 


he Hero 15 You! 


QUESTION: WHAT DO myself, Dio 
Brando, Madoka Kaname, Rick 
Sanchez, Guy Fieri, various other 
celebs, anime and cartoon characters 
and a few members of NF’s staff have 
in common? Answer: absolutely 
nothing, except they’re some of my 
fellow party members and NPCs in 
Miitopia! If you enjoyed Tomodachi 
Life or any of the StreetPass games, 
here’s the next evolution: an RPG 
where you and some of your favorite 
characters (or your real-life friends 
and family) fight against the evil, face- 
stealing Dark Lord. 
Miitopia’s main selling point is the 
ability to "cast" various Miis as fellow 
party members or NPCs. You can 
import data from Tomodachi Life 
(which made me regret selling my 
copy immediately), as well as from QR 
Codes, including ones from Miitomo. 
(Unfortunately, this only imports your 
base Mii; none of that cool clothing.) 
Miis created in Miitopia also take 
advantage of the expanded hair and 
eye color selection introduced in 
Tomodachi Life, and you can upload 
your creations to the Mii Central 
database for others to download and 


Mwaaa ha ha haaaa! 
So we meet again! 


use. (If you happen to see a Mii of 
Lotta Hart from the Ace Attorney 
trilogy in Mii Central, that one's mine.) 
Each of the towns you'll visit will ini- 
tially be "cast" at random, which 
sometimes has some hilarious results 
(Snoop Dogg as an elf, for example) 
and can be recast as many times as 
you wish. However, this freedom to 
swap does not extend to your party. 
All the familiar RPG tropes are here 
to choose for your character class, 
such as the Warrior, Thief, Cleric and 
Mage, along with more quirky classes 
like Cat (sorry, dog people), Scientist, 
Flower and Tank. Each of the charac- 
ter classes has unique attacks, buffs 
and assists, from the Mage’s standard 
fire and lightning spell repertoire to 
the Cat’s Feline Antics. (They are 
extremely awkward to watch when the 
party member on the receiving end of 
your antics is someone you know in 
real life... yeah.) However, unlike 
Final Fantasy’s Job system, you're 
locked to a class and its skills for much 
of the game once you've chosen it. | 
would have liked to have been able to 
swap any time | wanted and focus on 
two or three classes per team member 
— especially when | knew there was a 
boss battle coming up, so | could put 
more of my party on attack duty. 


Leave it to me! 


Building relationships between 
characters is another major mechanic 
inspired by Tomodachi Life, but with a 
new purpose: learning cooperative 
skills, such as protecting a party 
member or double teaming with them 
for an enemy attack. | spent a lot of 
my time making sure that everyone in 
my party had a good relationship with 
each other. Just like in Tomodachi Life, 
you can check in on a set of room- 
mates to see how they’re doing, but 
the chances for it to pop up don’t 
come around very often. However, 
relationships can also work against 
you: My Tank decided to use me as a 
Human Cannonball one too many 
times, leaving me to declare,"That was 
the last straw!" and spend the rest of 
that battle in an angry sulk. 

This brings me to Miitopia’s main 
weakness: Except where roommate 
situations are concerned, you're never 
in complete control. Buying equipment 
happens by chance when you’re in an 
inn, and sometimes the Mii you sent 
out doesn’t come back with what they 
wanted (but they give you the differ- 


NINTENDO 


ence in cost back, how nice). Exploring 
consists of canned dialogue broken up 
with predictable monster encounters 
or choosing which fork in the road to 
take. You can’t direct other members 
of the party to focus on healing or 
buffs while in battle, and choosing to 
run puts you all the way at the begin- 
ning of the segment you're exploring! 
There were some nasty battles | found 
myself wishing | could escape from 
without penalty. Eventually, | got so 
bored of battling | turned on Auto- 
Battle and held down the B Button to 
power my way through. 

I had such high hopes for Miitopia! | 
played both free demos that were 
available, imagining myself and a 
bunch of pals drawn from my various 
fandoms up against the Dark Lord. 
However, once | started getting into it, 
| found that the novelty wore off 
extremely fast. It’s not for the hard- 
core RPG enthusiast — it wears on you 
quickly once you realize its weak- 
nesses. "You cast the characters" is a 
cool idea, but just not one that’s suited 
to a 30+ hour RPG. - REBECCA 
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World Building 


SO, YOU WANT to make your own 
video game, eh? Hopefully, you're in 
the mood to create a classic fantasy 
JRPG, because that’s what RPG Maker 
Fes does best. It’s the first title for a 
Nintendo console in Kadokawa’s RPG 
Maker franchise to be released in the 
West, and while it’s about time it came 
to handhelds here, it also begs the 
question: Just because you can port it, 
does it mean you should? 

One of the main reasons why | 
wanted to try RPG Maker Fes is 
because I’ve had experience with 
some of the PC-based RPG Maker 
titles, and found myself in familiar ter- 
ritory right off the bat. However, if 
you're completely new to the fran- 
chise, be warned: When you start a 
new project, it throws a bunch of 
menu screens at you as if to say, 
"Here’s everything you need, have fun 
figuring it out!" If RPG Maker Fes had 
come with a sample game (either pre- 
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ISSUE #29: REVENGE OF THE HUNTER 


loaded or downloadable) that 
showed you all the common functions 
and typical quests you'd find in an 
RPG, with the ability to inspect the 
switches and variables to see how 
everything worked, I'd be giving this a 
higher grade. There is, at least, a 
thriving community of creators on 
message boards and Discord that's 
always willing to help a fellow creator 
out, especially when your five-minute 
cutscene decides that it wants to play 
itself over ... and over ... and over 
again. 

While you're able to download addi- 
tional tile and character sets to play 
other creators' games, you will need 
to purchase them as DLC to use them 
for your own games. There are 
minimal sets that were available for 
free at the time this review was 
written, while additional parts to the 
themed sets cost from $1.99 to $8.99. 
(unfortunately, the DLC was unavail- 
able in North America for almost two 
full weeks after the initial release, 
meaning we also missed out on the 
first week sale European creators got.) 


Defend 
Item 
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Man, this is all so weird. Where are 
we? This place is... it looks like an 


H old video game. 


However, the lion’s share of the pre- 
designed maps, character sprites and 
character portraits are in the fantasy 
sets. Even then, they're not perfect — a 
few of the alternate portraits | saw 
had a character with an eyepatch 
when the matching sprite didn’t. 

Editing maps is where you'll be 
spending much of your time — because 
it’s tedious. You can use the D-Pad, 
stylus and buttons to maneuver the 
canvas around and draw chips, but 
there’s no way to zoom in or out on an 
entire map. There are premade build- 
ings and rooms you can add, but | 
would have liked to see an outline 
footprint for them on the top screen 
for assistance in placement. The 
copy/paste functions took a little while 
for me to get the hang of, and | hated 
the lack of a flood fill function — you 
must manually select a limited area to 
fill, which is hard to do if you’re ina 
tiny part of a 128x128 map. (The only 
flood fill option available is for placing 
monster encounters.) | also would 
have liked to see the ability to toggle 
an on-screen grid as well. Dialogue 
entry can also be tedious, and while | 
liked the predictive text input, | wish 
that there was some way to connect a 
wireless keyboard. 


The one area where | found the 
overall presentation to be sloppy was 
the proofreading. There are typos and 
awkward translations everywhere, 
necessitating a thorough investigation 
of many menu options to see what 
they really do. The most egregious 
example was the battle system, where 
you can’t even tailor the in-battle 
dialogue — enemy characters "change 
shape" instead of dodging attacks, 
special attacks are devoid of verbs and 
there's hardly any punctuation. | can 
hardly believe that all this slipped 
through the cracks. 

If you’re a complete newbie to RPG 
Maker, then | would not recommend 
this being your start, especially at a 
$40 price point — there are PC-based 
options that come with greater 
resources and cost much, much less. 
However, if you’ve got the prior expe- 
rience, or if you're willing to devote 
the time to learning the ropes and 
working around the limitations, then 
go for it. – REBECCA 


PLAY RPGS FOR FREE! 


An RPG Maker Fes Player app was released alongside the main game in 
the 3DS eShop, and it allows you to play any game created in RPG 
Maker Fes for free! All you need to do is download the client and the 
extra data (needed for certain titles that use the DLC), and you'll have 
save space for up to 16 games. While there’s plenty of content to be 
downloaded, there’s only room for a two-line synopsis and four catego- 
ries to describe each game, and there are lots of incomplete projects 
that have been uploaded. However, there were a few complete games 
that really stood out to me for creative reasons, like logic puzzles, inno- 
vative uses of the engine or even a sense of humor: Apartment 412 by 
Aleph, Earth’s Final Hour v1.3 by Andrew C, Labyrinth Hearts | by 
Agoraphobic and Unnatural Selection by A. Crossland. There are also 
some great tech demos as well if you already have RPG Maker Fes: 
Puzzles Demo by SilverAngel and Custom Battle Sys. 1.0 by klaudZz, 
both of which showcase some innovative systems using the engine and 
graphics of RPG Maker Fes! (Seriously, play Apartment 412. It’s good!) 
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THE NINTENDO SWITCH may lack a 
Virtual Console, but that doesn’t mean that 
it isn’t home to some classic video games. 
The prime examples are the weekly Neo 
Geo releases by Hamster, who do a grand 
job. Sure, the releases a little too fighting 
game-heavy, but it’s far from disappointing. 
Naturally, the need for instantly recogniz- 
able names is present, and that’s where 
Namco Museum hopes to fill the gap. 
Unsurprisingly, it does so in a way that 
seems easy, but pure quality shines 
through. 

This collection offers 11 games to sink 
your teeth into. While Pac-Man Vs. is obvi- 
ously the highlight of the show, we need to 
chat first about the 10 arcade games 
included: Pac-Man, Galaga, Dig Dug, The 
Tower of Druaga, Sky Kid, Rolling Thunder, 
Galaga "88, Splatterhouse, Tank Force and 
Rolling Thunder 2 make for quite a diverse 
collection. While | wish that one or two 
were swapped for the sake of different 
experiences, | can’t deny that they chose 
games | like to play. That is the most imme- 
diate thing | can say, because Namco's 
classic arcade lineup has always been fun. 

The simple pleasures of going through a 
Pac-Man maze, beating a room in Druaga or 
defeating baddies in Rolling Thunder 
cannot be beaten. None of the games are 
too complicated to grasp, and even younger 
players in 2017 will be able to dive in in no 
time flat. What helps is that your progress 
is saved if and when you have to leave, 
which means your runs never end abruptly. 
Veteran players will also get a kick out the 
challenge mode for each game, which sees 
you shooting for goals in a set time limit. 
For example, there’s a challenge in which 
you need to eat as many ghosts as possible 
in Pac-Man, which is trickier than it sounds. 


BANDAI NAMCO 
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Namco Museum benefits from quality 
emulation and lag-free controller support. 
It makes the twitchy movements of the 
arcade games very enjoyable and a fun way 
to experience these classics. The titles also 
offer support for the Switch controllers’ HD 
Rumble functionality. An example for this 
can be found in Galaga, where the rumble 
reflects the sound effect of destroying an 
enemy. It’s a small thing, but a striking one 
at that. True fans — who happen to have а 
vertical monitor or a stand for the tablet — 
will be able to enjoy a full-screen arcade 
experience. You can also tinker with each 
game's internal settings. That means 
choosing specific rounds, setting the diffi- 
culty and setting the amount of lives you 
want to start with! 

The final piece of the puzzle is Pac-Man 
Vs. Whether you're new to this game or not, 
it doesn't matter — Bandai Namco went 
back to update this multiplayer experience 
in the best way possible. In this game, you 
have a team of three ghosts who go against 
asingular Pac-Man, both sides competing 
for the most points in a truly asymmetrical 
battle royale. You'll need two Nintendo 
Switch consoles for the optimal experience, 
but not two copies of the game — the 
second unit can download a free eShop app 
that interacts with where the main game is 
hosted. If there aren't two Nintendo Switch 
consoles around you, not to worry! For the 
first time ever, there's an option to just 
work together as a team of ghosts against 
an A.I. Pac-Man for three-player fun. 

Minor issues diminish this Museum 
somewhat, like the annoyingly slow options 
menu (it didn't benefit my instant-gaming 
nature as much as | hoped). Naturally, | do 
hope that this will get patched. If you can 
deal with that, you have a 
pretty capable set of 
classics to help you 
wait for the arrival of 
atrue Switch Virtual 
Console! - DAAN 


Lighting Strikes Thrice 


AVALANCHE 

SOFTWARE IS a developer with a pretty good track record of 
solid titles, as their work with Disney Infinity can attest. And while 
| haven't played any of the Cars sets from that series, Driven to 
Win seems about as solid as | would expect from them. The 
models and voice acting seem largely on point, bringing the char- 
acters from the film to life as you take control of Lightning 
McQueen and so many others. While the visuals for the tracks may 
not blow anyone away, they are still quite pleasant to look at and 
nicely detailed, and the music is functional if not catchy. 

Players have six different types of races to choose from: You've 
got your standard race, a stunt showcase to earn the most points 
by performing tricks, the race against the clock in Best Lap 
Challenge and the Playground, a sandbox-like training course 
where you're free to do as you please. For my money, however (on 
that note, full disclosure: review copy was provided by the pub- 
lisher), the most fun races to partake in were the Battle Race and 
Takedown modes, where the Cars crew bring out the big guns — 
quite literally — to take down each other, or waves of simulated 
drivers. 

While some aspects seem a little too Mario Kart-ish, Cars 3 
definitely feels like its own entity, incorporating a number of 
unique or uniquely handled mechanics, such as a full-blown jump 
button (versus Mario Kart's hop), a sideways slam with various 
uses (such as passing off who is the target of a weapon to another 
racer), and a right stick dedicated to performing tricks to fill your 
Turbo meter. On top of that, this game can get tough. Easy mode 
is manageable enough, but you're going to have to get good in 
order to last in anything more difficult than that. 

The game also keeps you quite busy with tons of unlockables. 
You can race as everyone from Lightning McQueen to Guido the 
forklift, and you'll have to keep racing to unlock more courses to 
race on, as well as each mode. There's even a sort of achievement 
chart that gives you various goals as you try to raise your rank to 
Hall of Famer status. 

If Cars 3: Driven to Win has any other burden, it's in the title. 
Storywise, there's not a whole lot here — just the basic premise of 
whether or not Lightning McQueen should retire — and it seems 
like the game would probably stand better as a simple Cars game, 
rather than a movie tie-in. 

And it's longevity it can use. Cars 3: Driven to Win is a good 
game, perhaps even a very good game, but I hesitate to call it 
truly great. | enjoyed it as long as I played it, but that enjoyment 
didn't really stick with me after. While | liked it well enough, | 
think it's the bigger Cars enthusiasts that will get the most out of 
this one. — DAVID 


WARNER BROS. I.E. 
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ASK THE 
FORCE 


WHICH NINTENDO 
SERIES WOULD YOU 
HAND OFFTOA 
THIRD-PARTY STUDIO? 
AND WHICH STUDIO? 
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LINDSEY 
Give Platinum the chance 
to make a Mario game. Tell 
Hideki Kamiya, "You can 
do literally whatever you 
want with this franchise." 
Jump behind the nearest 
boulder in a vain attempt 
to shield yourself from the 
massive explosion of 
radical insanity. 
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ТОМҮ 
Time for F-Zero to rise 
again! Since Sega’s 
Amusement Vision of 
F-Zero GX fame is no 
longer around, | say we 
tap Sumo Digital. Their 
experience with the Sonic 
& All-Stars Racing series 
would serve them well. 
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DAVID 
Kid Icarus and Yacht Club 
Games. 'Nuff said. 


FR 
JONATHAN 


I'd love a new Elite Beat 
Agents from Harmonix, 
and | know a few people at 
Harmonix who would love 
that too! 


— 


OE. 
THOR 


| would love to see 
WayForward do something 
with the original Donkey 
Kong arcade games, but 
not in the Mario vs. 
Donkey Kong vein. Give me 
more arcade-style action! 


SECOND OPINION 
CASTLEVANIA: LORDS OF 
SHADOW - MIRROR OF FATE 


YES, WE'RE WRITING again about a 
four-year-old 3DS game that we 
actually reviewed all the way back in 
2013 in our second issue (time flies!). 
But we have a very good reason why 
we're turning back the clock and 
revisiting a bit of an overlooked and 
forgotten Castlevania adventure: 
MercurySteam, the developers of 
Castlevania: Lords of Shadow — 
Mirror of Fate, are now working with 
Nintendo to create our cover game, 
Metroid: Samus Returns. In an effort 
to further understand how and why 
MercurySteam wound up working 
with such a classic property, playing 
one of their most recent games, one 
that even dared to be a "Metroid- 
vania" in some respects, seemed to 
be logical. So here we are, offering up 
a Second Opinion on a 'Vania right 
before the launch of a new Metroid 
from the same developers. 

My only experience with Mirror of 
Fate prior to playing it now was its 
demo on the eShop (still available, if 
you're curious). Its focus on combat 
turned me off at first, something that 
was echoed by a number of reviews 
back in 2013. I never looked back, 
and so ignored Mirror of Fate until 
MercurySteam's involvement in 
Samus Returns came to light. Looking 
at the game as context for how an 
outside team got to working with 
Nintendo makes this game far more 
intriguing — and honestly, probably 
something I'm liable to let slide a bit. 

| played a press demo for Samus 
Returns and then jumped into Mirror 
of Fate. Some of the comparisons are 
immediate. While Mirror of Fate 
echoes Lords of Shadow's aesthetic, 
the graphical style and presentation 
are similar to Samus Returns. I’m not 
really into the "big muscle" design of 
the Belmont heroes here, though. In 
general, the art looks unrefined and | 
don't care for it much. 

The map also owes to the Metroid- 
vania style, with a grid system to 
point out pathways and secrets. 
Mirror of Fate even uses the map 
notation feature that is in Samus 
Returns! | find it clumsy to switch to 
the stylus (since the icons are too 


small to place your note with a 
finger), but it's a nice and welcome 
feature. In general, though, Mirror of 
Fate isn't really that exploration- 
heavy. It's got secrets to find and 
areas to go back and unlock here and 
there, but it's a segmented, linear 
experience for the most part. It's split 
into three acts — one apiece putting 
you in control of Simon Belmont, 
Alucard and Trevor Belmont. The 
story features jumping timelines and 
some neat reveals, even more so if 
you played any of the other Lords of 
Shadow entries. 

However, the story structure limits 
the effectiveness of the explorative 
intentions of the design. Everything's 
so limited, because as you play as 
each character, you don't have a lot 
of weapon-like keys to make explora- 
tion more fun — it's all so rote and 
unimaginative with some of the 
power-ups you get. And then each 
character you play as is limited to 
only a subsection of the overall 
weapons and items. | never felt that 
wonderful sense of progression that 
occurs when you play a character 
over the course of a game like this 
and feel like a superpowered hero at 
the end. It worked in context of the 
story, but it didn't work as well within 
the structure of the gameplay. In 
general, Mirror of Fate just kind of 
references cool stuff from past 
Castlevania games, like Alucard and 
his different forms, and then gives 
you a lesser cover version of those 
hits. It's not bad; it's just OK at best. 

I think Mirror of Fate is an alright 
romp, especially since it's not terribly 
long, but I'll likely forget about its 
contents within a few months and 
never have the urge to ever 
revisit it. In the context of what 
it leads to — in this case, a 
new Metroid game — | have 
a grand appreciation for it. 

While | don't think it excels 

as a triumph in that Metroid- 
vania style, | think MercurySteam 
shows a great grasp for 
how this genre can 
excel. They were 

just limited by 


the setup and design of the Lords of 
Shadow games, which were far more 
combat-heavy — with the first one 
feeling more like a God of War game. 

Mirror of Fate isn't meant to be a 
sequel to any of the Game Boy 
Advance or DS Castlevania games, so 
its connection to them is tenuous — 
but as a part of the Lords of Shadow 
universe, Mirror of Fate fits right in. 
With Metroid: Samus Returns, 
MercurySteam is working with 
Nintendo on a remake of a classic 
Metroid game. After playing through 
Mirror of Fate, I'm confident that 
MercurySteam can work with 
Nintendo to make a potentially fan- 
tastic entry in the Metroid series, 
even if their Castlevania work was 
subpar. Mirror of Fate might have 
been somewhat disappointing, but 
with some refinement and guidance 
from 2D Metroid mastermind Yoshio 
Sakamoto, their next game could be 
great! - NEAL 


Olimar On the Go 


NINTENDO HAS PLENTY of fantas- 
tic franchises in their corporate 
catalog, but even the most casual 
Nintendo fan knows that some series 
are more popular than others. 
Whether by genre or by characters, we 
have A- and B-tier Nintendo brands. 
Even though the Pikmin titles released 
thus far have been absolutely out- 
standing, Captain Olimar and the gang 
have seen themselves nestled into the 
B level. Some see that as an unfair lot 
in life, hoping that each next entry in 
the series will be the one to bring 
things into the limelight. Now, it seems 
Nintendo feels the same way. 

To bring in some new fans to the 
franchise, Nintendo is stepping out 
with a Pikmin spin-off. Longtime 
Pikmin fans were a bit disappointed 
with the reveal of Hey! Pikmin, as it 
swaps the brand’s standard, open 3D 
gameplay with 2D sidescrolling. 
There's certainly an argument to be 
made there, but it's clear the franchise 
needs something to entice newcomers 
and breed success in the future. 

So is the experiment successful? 
Does Hey! Pikmin manage to retain 
the vibe and gameplay the franchise is 
known for, all while opening things up 
for people who found the other titles 
too stressful? For the most part, the 
answer is a resounding yes. 

Hey! Pikmin's story isn't going to 
win any awards for originality: Once 
again, Captain Olimar finds himself 
travelling back to his home 
planet when he suffers from 
ship troubles. Olimar crash- 
lands on another myster- 
ious planet, and yes, it 
happens to be home to a 
bunch of Pikmin. It's up to 
him to gather some Pikmin 
and explore the planet for 
resources. This time around, the 
goal is 30,000 Sparklium, the element 


needed to refuel Olimar's ship and set 
it back on its path home. 

As you might expect, Sparklium 
comes from the various objects Olimar 
and his Pikmin discover on the planet. 
You'll need Pikmin to uncover most of 
these objects, such as toothbrushes, 
fruit and other everyday items we find 
in our world. Each one has a different 
Sparklium value, and each level hides 
two or three items for you to round 
up. The more items you bring back to 
your ship, the more Sparklium you'll 
gain, which paves the way for new 
abilities on your adventure. As you 
play through, your Sparklium deposits 
will open up abilities like a radar, a 
health bar extension and more. 

Collecting these items goes hand- 
in-hand with the main goal, which is 
surviving each level. You'll be explor- 
ing all sorts of sidescrolling areas, 
taking you through forests, gardens, 
caves and more. Whether you're trying 
to survive or looking to collect an 
item, you'll have to use your Pikmin 
for some light puzzle-solving. The 
puzzles never get to the free-roaming, 
intricate level that you see in past 
Pikmin games, but you'll still have to 
run through some of the same 
motions to get things done. 

Just as with other Pikmin games, 
Hey! Pikmin requires you to use differ- 
ent Pikmin for each task. For example, 
only Blue Pikmin can survive underwa- 
ter. Yellow Pikmin can help you when 
you need to solve any electrical 

puzzles, and they can also be 
thrown much higher/farther 
than other Pikmin. Red 
Pikmin are your only way 
to deal with enemies that 
spit fire, as well as level 
aspects which are ablaze. 
While playing, you can 
divvy up Pikmin by 


type, which has to be done if you want 
to make sure all your Pikmin survive. 
With all that you now know of how 
the game plays, you might be sur- 
prised to hear how things are con- 
trolled: Hey! Pikmin is a combination 
of both touchscreen and traditional 
controls. When it comes to moving 
Olimar, you use either the D-Pad or 
Circle Pad. Actions like throwing 
Pikmin are done through touchscreen 
taps: You simply tap where you want 
the Pikmin to go/fly, and they head 
right to that point. There are other 
actions like whistling and a brand-new 
jetpack mechanic, both of which have 
dedicated touchscreen buttons. It 
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might sound like a bit of a mish-mash 
at first, but in practice, things control 
extremely well. 

It certainly sounds like a Pikmin 
game, doesn't it? Indeed it is, but fans 
weary of the transition to 3DS might 
feel the game is lacking in one area: 
There's simply no way Hey! Pikmin can 
match the scope of other Pikmin 
games. This is a 2D affair, and there 
are certainly some massive areas to 
explore — but with that said, the 2D 
layout doesn't provide the same 
expansive exploration and wonder a 
3D environment can. Depending on 
how important this element is to you, 
your mileage with the game may vary. 

By and large, Hey! Pikmin is a won- 
derful twist on the franchise 

with a lot to enjoy. Stay open- 
minded, and you'll be pleas- 
antly surprised! — KEVIN C. 
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WHILE EVERYONE MIGHT be 
fixated on the Switch now, the 305 is 
still alive and kicking, thanks in part to 
Ocarina of Time 3D and Majora’s Mask 
3D developer Grezzo, who are the 
team behind Nintendo’s Ever Oasis. 
The game combines what Grezzo 
surely learned while remastering two 
quintessential 3D Zelda games with a 
little bit of Koichi Ishii’s — the head of 
Grezzo and the director of this game — 
past in Secret of Mana and other 
Square-Enix games. The result is 
something that is extremely special 
and isn’t just a strong new adventure, 
but quite possibly one of the best 3DS 
games to date. 

The basic hook of Ever Oasis is that 
you, in your role as Oasis Chief, have 
to make the world a better place by 
making your newly minted home a 
welcoming place for travelers that is 
free of Chaos. At the dawn of this 
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escapade, you're just a denizen 

of your brother’s Oasis, but he is 
sadly attacked by the ever-present 
Chaos and his Oasis is ruined. Bonding 
with a water spirit named Esna, you 
have to start fresh and develop a new 
Oasis that is wholly your own. The 
story is always around but mostly 
takes a back seat until the last third. In 
typical Zelda fashion, you're seeking 
out three of a thing to fight back evil. 

At the beginning, it’s simple: 
Welcome visitors and then complete 
small fetchquests to get them to hang 
around for good and become an Oasis 
resident. The positive and well-crafted 
feedback loop develops quickly. After 
your population grows, you can open 
up more elements. Certain villagers — 
the humble Seedlings — can open up 
Bloom Booths (a.k.a. shops) in town at 
your request. Space is limited to start, 
but these shops are lucrative, as you 
reap their profits as long as you keep 
them stocked with items you find out 
in the overworld. 
That overworld is another huge 


in the 


portion of Ever Oasis. Leaving the 
town management aspects, the explo- 
ration outside your new home is 
where the Zelda influences start to 
shine brightest. The world is filled with 
plants to chop and enemies to attack 
50 you accrue experience and rack up 
items for use back in town. At first, 
you can only go out by yourself, but 
eventually, you can venture out with 
two other villagers of your choosing. 
Different types of villagers use differ- 
ent weapons and have different abili- 
ties to use in the wild. While generally 
speaking all of the tank-like Serkah 
feel similar, each one has subtle differ- 
ences that makes them unique. In 
addition to Seedlings and Serkah, two 
other races round out the world: The 
lizard-like Drauk are tall warriors who 
wield spears, while the cunicular 
Lagora use dual blades (and are 
probably my favorite attackers and 
design). 

Combat is simple but unfurls to 
reveal a good amount of depth over 
time. Light and heavy attacks pair with 


a dodge for a variety of combos that 
require strategy to effectively use. | 
found myself in battles where | could 
sit back and spam attacks sometimes, 
but especially when | first entered a 
new area, I'd have to deftly move 
around an enemy to land hits without 
getting destroyed. As you and your vil- 
lagers level up, though, you unlock dif- 
ferent combos, buffs and abilities that 
add more nuance to combat. Only 
optional dungeons and post-game 
content really require figuring it all 
out, but that flexibility between sim- 
plicity and depth shows the strengths 
and versatility of the combat system. 

If there's a disappointment with the 
world, it's that the locales all kind of 
traipse on the same overall theme. 
While your Oasis flourishes into a 
vibrant grassy haven, the rest of the 
environments are all riffs on deserts. 
The cohesiveness, which extends to 
the sound and music, certainly works, 
but it starts to all feel similar after a 
point. Graphically, it pops, especially 
in 3D — but a desert is a desert. 


The overworld is filled with puzzles 
and challenges, often requiring 
specific villagers with certain abilities. 
When you start off with only a few, it’s 
easy to navigate, but after a while, you 
have so many villagers with disparate 
powers that if one can’t dig or mine, 
hey’re better off not being used. And 
when you're exploring, the only way to 
switch your team is to go back to the 
town and sift through menus to find 
he right villager. Fortunately, you can 
easily teleport back to town and then 
right back to where you were, but it’s a 
significant drag on the flow of adven- 
uring. Especially as | journeyed to 
ate-game dungeons, | found myself 
having to teleport back to the Oasis 
for a quick team switch far too often. 

Luckily, the Oasis is a wondrous 
place to go back to. While it is slow to 
manage early on, about four hours in 
it more than doubles in size and 
function. No longer do you have to go 
to each individual store to restock it or 
even seek out specific items in the 
wild — instead, you can make use of 
your villagers to do these tasks for 
you. That’s smart, because Ever Oasis 
has a whole lot of systems and 
mechanics going on all at once, but 
because of these brilliant decisions to 


streamline each process, it all effort- 
lessly works together to flow into a 
varied, addictive whole. 

Ever Oasis is a little game packed 
with so much. It has parts that feel like 
Animal Crossing or even the SNES 
classic ActRaiser, as you’re appeasing 
villagers to make them happier in your 
town. The dungeons, especially near 
the 20+ hour story’s end, wouldn't feel 
out of place in a 3D Zelda, with clever 
puzzles, challenging bosses and laby- 
rinthine maps. 

Ever Oasis is an elegant master- 
piece of an adventure that excels at 
combining so many concepts and ends 
up crafting a truly fabulous 3DS game. 
- NEAL 
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SECOND OPINION 
SUNSETS ON THE SAND 


I FIND MYSELF in nearly total agreement with Neal’s assessment, as 
Ever Oasis has also proven itself to be an incredible achievement in my 
own play time with it. 

If there's one point of opinion where we differ, it’s probably where 
Neal was disappointed by so many of the game's environments being 
different spins on desert landscapes. That element works for me — the 
developers imagined a world where sand extends as far as the eye can 
see, leaving your single Oasis as the one place of refuge within that 
vast expanse, and they stuck to their guns. Even with every overworld 
area being some kind of desert, though, there's still a lot of visual 
variety with huge, mysterious objects looming over the land and differ- 
ent color schemes denoting different zones. The way time progresses 
through full day-to-night cycles is great, too, leading to gorgeous 
moments like the sunset seen above (and enemies grow more powerful 
at nighttime, too, so there's an impact on gameplay beyond it just 
being pretty). 

1 also enjoyed the fact that just about every character who becomes 
a resident of your Oasis can be playable in your party. It's hard to level 
them all equally, sure, but if you focus on just a few favorites, you'll 
have your own custom team separate from anyone else who's played 
the game. "Oh, you stuck with Roto? That's cool. | went with Lili as my 
team's Healer." 

Don't sleep on Ever Oasis, friends! The timing of its release means 
it's flying under the radar, but this is going to bea 
cult classic years from now. Get in on the ground 
floor so you can brag to all your 

friends that you were an 

Oasis Chief from the start! 

— LUCAS 


The Sixth Times the Charm 


NINTENDO ABSOLUTELY LOVES 
to redesign their handhelds. If you 
look back at the history of Nintendo’s 
portables, you can see they’ve given 
each one multiple makeovers over the 
years. Sometimes they tweak the look 
and feel — other times they com- 
pletely revamp the hardware and give 
us new controls and features. These 
redesigns keep the portable lineup 
feeling fresh, and give both current 
fans and those on the fence a new 
reason to check out what Nintendo is 
offering. 

Six years deep in the 305” lifespan, 
Nintendo is staying true to their roots. 
The 3DS has already gone through 
several redesigns, but another one has 
just arrived. The New Nintendo 2DS XL 
came out of nowhere, with Nintendo 
debuting the system to the public 
through a surprise trailer. It’s not sur- 
prising to see another redesign, but it 
was a bit startling to see how out-of- 
left-field the reveal was. It left many a 
head spinning, and quite a few of 
those people were wondering if we 
really needed yet another 305 
revamp. 

Like the New Nintendo 3DS and 
New Nintendo 3DS XL before it, the 
New 2DS XL offers advanced process- 
ing power (allowing it to run "New"- 
exclusive games like Xenoblade 
Chronicles 3D or the upcoming Fire 
Emblem Warriors). But like the first 
non-"New" 205, it also continues 
Nintendo's move away from the 3DS' 
original selling point. At this point in 
its life, it's clear Nintendo isn't that 
interested in the 3D tech of the 3DS 
anymore. To this day, fans debate 
whether the 3D feature brought in or 
pushed away consumers. Either way, 
there's not many who believe the 3DS' 
eventual success was due to its 3D 
visuals. Software always plays the 
biggest role, and the 3DS library has 
grown to include some amazing titles, 
none of which require 3D to be enjoy- 
able. 
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So why does the New 2DS XL exist? 
Nintendo made it clear that the first 
2DS was created for the younger 
crowd. They put out a handheld with 
fewer moving parts, which meant 
fewer weak points for kids to break. It 
also happened to be a bit cheaper 
than other models. Combine both of 
those elements together, and you had 
a great excuse for parents to justify 
the purchase. Now the New 2DS XL is 
coming in to give people a cheaper 
option once again, but with a sleeker 
design, and aimed more squarely at 
the older crew. 

The 3DS lineup has all sorts of color 
schemes and sizes, but the New 2DS 
XL could have one of the sleekest 
designs yet. The Black/Turquoise color 
pairing gives thing a decidedly high- 
tech look, which isn't a vibe the 3DS 
ever really put out. Those concerned 
about looks should be quite satisfied 
with carrying this portable 
around. Whether or not the 
White/Orange option makes 
it Stateside remains to be 
seen, but for now, the one 
option we have is quite the 
looker. 

The real difference here 
is comfort, which is where 
the New 2DS XL really 
shines. Having used all 
other 3DS designs, | can 
say without a doubt, the 
New 2DS XL is the most 
comfortable of them all. 
I’ve put in double-digit 
hours with the system so 
far, and it feels absolute- 
ly wonderful. | hada 
nasty side effect with all 
other versions of the 
3DS, where my 


hands would tingle and fall asleep 
after about 20 minutes of play — 1 
would have to shake them out and 
then go back to playing. | have not 
experienced that at all with the New 
2DS XL, and | couldn’t be happier. 
This probably has something to do 
with the New 2DS XL being so light — | 
was honestly shocked with how little 
the device weighed when | first went 
hands-on. It feels so comfortable in 
your hands, and melts away while 
you're playing. The device you're 
gaming on should never feel like it 
gets in the way of the game you're 
trying to enjoy — it should become an 
extension of your body, and help get 
you deeper into the experience. The 
New 2DS XL does a great job of 
making that a reality. 


The only real knock against the 
New 2DS XL comes from its build: 
While it feels sturdy, it doesn't come 
across as solid as other versions. As a 
matter of fact, it can have a slightly 
cheap feeling to it. This is something 
many said about the 2DS when it 
launched, and the complaint rings 
true here. The New 2DS XL doesn't feel 
like it's going to break in your hands, 
but it is indeed a cheaper version of 
the 3DS with cheaper parts. But as 
long as you can get past that, you 
should be absolutely in love with it! 
The New 2DS XL is now my main 3DS. 
I've moved over all my saves, and I’m 
very happy with my choice. | hope you 
will be too! — KEVIN C. 
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The title, a fighting game with extendable arms, sees you coming out 
of that chair to move your body. (Well, that’s how | play it at least.) It may be weird to move from 


side to side, curve punches and keep an eye on your opponent at first, but the novelty is clear so very 
fast. What makes this particular experience better is the lineup of characters and ARMS on offer. My 
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personal favorite is Mechanica, as her robot suit offers unique advantages that I really appreciate. 
Her rocket dash helps you to move swiftly across the field, while her bulkiness protects her against 


incoming attacks. Now pair that together with two Homies, Revolvers or a combo of the two and you 
have one incredibly effective fighter! This is, honestly, how balance in the game works. You will need 


to find what sticks and take advantage of that. My favorite way to play ARMS actually came post- 

launch. Arena Battles is how | compete against friends — we have mini tournaments to decide the 

ultimate player. It’s even fun when you aren’t playing, as you can see how others perform in their 
matches. If the developers keep adding options like these, I'll be a happy camper! — DAAN 
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The complete list of Nintendo Force retail reviews from ғ 
the past two years. Scores reflect individual reviewers’ opinions. 
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Animal Crossing: amiibo 
Festival 

Devil’s Third 

Disney Infinity 3.0: Finding 
Dory 

Disney Infinity 3.0: Inside 
Out 

Disney Infinity 3.0: Marvel 
Battlegrounds 

Disney Infinity 3.0: Rise 
Against the Empire 

Disney Infinity 3.0: Star 
Wars: The Force Awakens 

Disney Infinity 3.0: Toy Box 
Speedway 

Disney Infinity 3.0: Toy Box 
Takeover 

Disney Infinity 3.0: Twilight 
of the Republic 

Legend of Kay Anniversary 

LEGO Dimensions 

LEGO Marvel's Avengers 

LEGO Star Wars: The Force 
Awakens 

Mario & Sonic at the Rio 
2016 Olympic Games 

Mario Tennis: Ultra Smash 

Mighty No. 9 

Paper Mario: Color Splash 

Pokkén Tournament 

Rodea the Sky Soldier 

Shantae: Half-Genie Hero 

Skylanders Imaginators 

Skylanders SuperChargers 

Star Fox Guard 

Star Fox Zero 

Super Mario Maker 

The Legend of Zelda: 
Twilight Princess HD 

The Peanuts Movie: 
Snoopy's Grand 
Adventure 

Tokyo Mirage Sessions #FE 

Xenoblade Chronicles X 
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COMMUNITY 


AN INTERVIEW WITH SHESEZ 


Invisible walls? Impassable barriers? They're no problem at all for 


the creator of Boundary Break! 


HAVE YOU EVER wondered what lies beyond? 
Say you're playing an epic adventure game, hero- 
ically exploring a huge environment... but then 
you reach an invisible wall. An unopenable door. 
Some kind of barrier that keeps you from going any 
further, and it frustrates you, because you just want 
to know what’s on the other side! 

Enter Shesez, the YouTuber who takes video 
game cameras anywhere he wants! 


NF: First up, for our readers who don’t know you 
yet, can you introduce yourself? 

I'm the host of a gaming web series 
called Boundary Break! A show dedicated to taking 
the camera of people's favorite video games of 
both 2D and 3D absolutely anywhere. Ever wanted 
to see what the Lost Woods in Ocarina of Time 
looked like from up above? Or what's inside 
Princess Peach's castle in Super Mario Galaxy? I try 
to answer these questions and more every single 
week. 


How did you first get into making YouTube 
videos? 

| first started doing animations and game reviews 
on YouTube many years ago. My experience with 
entertainment actually predates the Shesez 
channel and even YouTube itself — but it's almost 
always been focused around video games. The 
medium has always been my greatest passion and 
I've always wanted to provide more entertainment 
for it. (Because television seriously drops the ball in 
this area.) 
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What inspired you to create the Boundary Break 
series of videos? In one early episode you men- 
tioned that wanting to explore the inaccessible 
underwater kingdom of Hyrule in The Wind Waker 
was the source of the idea. Was that it? Or some- 
thing else? 

| think at one time or another we've all hit an invis- 
ible wall in a literal sense. And I have to imagine 
the game developers understand that when a 
player sees an environment off in the distance, 
there's an urge to go check it out! So the series 
started off with that concept alone, which is 
FINALLY seeing these barred-off areas up close for 
the first time. 

However, over time, the Boundary Break show 
has largely adopted hidden artifacts and developer 
techniques as the focal point of the show since 
there's a lot more to talk about there. Though 
exploring just for the sake of exploring is still 
present in every episode! 

But the inspiration for what started Boundary 
Break at all was from posting a raw clip of 
Punch-Out!! for Wii with its in-game camera shifted 
to view a fight from a different angle. That brought 
my channel the most attention it had ever gotten 
(since being the first channel on YouTube to show 
Duck Hunt Dog playable in Smash Bros. 3DS). 


Obviously, these video games aren't built to let 
anyone just fly the camera around wherever they 
want. So, on the behind-the-scenes technical side 
of things, how are you making this magic happen? 
For a long time I’ve avoided this question because I 
was the small guy in the large pond. And making 


n Xu 


that information readily available to anyone only 
made it easier for established YouTubers to take 
the idea and make my channel kind of moot. 
However in doing so, it's also made developers a 
little more comfortable working with me once | did 
get bigger. So in favor of promoting legitimate 
game sales and future opportunities, | can't talk 
about it here as much as I'd like to at this point. 
TL;DR = It's Magic! 


Your videos haven't been limited to 3D games, 
either. What different tricks and techniques have 
to be employed to break the boundaries of 2D 
titles? 

Exploring outside the boundaries of a 2D game 
doesn't sound like it would work, does it? But if | 
ignored it | would have missed out on at least two 
generations of consoles I absolutely adored! So I 
had to make it work. 

How? Well, | try to have two goals. One is the 
ability to remove the layers of the game, because 
many games use layers to hide things. Like, how 
does Mario transform into Retro Mario in Super 
Mario RPG? Or what's Mario doing when he travels 
through a pipe in Super Mario Bros. 3? The other is 
to disable the codes that tell the game to stop 
scrolling a screen, or the code that says, "This is a 
wall." When you combine those two things 
together, you can find just as much incredible stuff 
as you would exploring any 3D game! 


What's the most surprising, exciting thing you've 
discovered lurking off-camera in a game thus far? 
There's a few instances like the one I'm about to 
tell you sprinkled throughout my series, but my 
personal favorite is that Piston Hondo is apparently 
reading a Sailor Moon manga in-between rounds in 
Punch-Out!! for Wii! The game never reveals this to 
the player by normal means — but if we take the 


AN EXTREME BIRDS-EYE VIEW FROM HIGH ABOVE MUTE CITY! 


Here's just one quick glimpse at the kind of never-before-seen visuals that populate each episode of Boundary Break! What you're looking at here comes 
from Shesez's recent Mario Kart 8 episode of the show. In it, he does a Zoom Out of several of the game's racetracks, including the DLC course based on 
F-Zero’s iconic Mute City. (A "Zoom Out" is a Shesez signature shot at this point — basically it’s a moment when he pulls the camera up, and up, and up 
some more to give an extreme birds-eye view of a game environment that you’d never normally be able to see.) This Zoom Out in particular proved to be 
especially surprising, as the amount of detail Nintendo put into the almost entirely unseen areas outside the track itself is mind-boggling! See that red 
circle there? The entirety of the Mute City race course is contained within that tiny space. They basically modeled the entire futuristic urban landscape 
beyond it, for some reason! Another huge track can be seen on the left (Mute City II, perhaps), and even the undeveloped land beyond the city’s reach is 
present as well. And this is just one Zoom Out of one area of one game! Definitely jump over to YouTube to see much, much more оп Shesez's channel! 


camera around and look at the pages, you will see 
actual Sailor Moon manga panels used for the 
official books! 


The growth of your YouTube following has been 
explosive. As of the time we're conducting this 
interview, you've surpassed 200,000 subscribers 
— just 15 months after the day you uploaded 
Boundary Break's first episode! And there's only 
been 60 or so episodes thus far. How, Shesez? 
How did you catch this lightning in a bottle??!! 
You will succeed on YouTube if you either have an 
idea everyone can get behind that no one's ever 
thought of, or if you have a charming personality 
that no one has ever experienced before and just 
attach that to anything. | went the idea route. And 
while you should never measure success against 
anyone else's, mine happens to come a lot quicker 
than a lot of others because it's a lot harder to 
steal my idea both in technical know-how and com- 
mitment to consistent content. І was the first 
person to make a dedicated show that looked for 
things with an unrestricted camera, and the 
Internet tends to respect its pioneers to a degree. 
Couple that with a strong commitment to a weekly 
schedule regardless of whether it takes me 40 
hours or 110 and you have a recipe for success. 

However, it should be stated that I didn't blow 
up overnight. It took three years of bad ideas and 
hard work to get 100,000 subscribers. And now the 
boulder seems to have finally pushed itself over the 
mountain. 


Your pace in creating and uploading new episodes 
seems to have ramped up recently, as there are 
now sometimes weeks where more than one new 


episode debuts. Do you ever sleep? And are you 
going too fast? We don't want you to run out of 
material by mining too many games too quickly! 
| actually just posted a poll recently that allows 
viewers to vote on 100 viable episodes for 
Boundary Break — so | won't be short on content 
any time soon. Plus the show itself is a huge inspi- 
ration to the community who makes it possible. So I 
have people like Nekorun and Banjo's Backpack 
ensuring that if the fans demand a particular game 
hard enough, we will make it happen. 

As for my lack of sleep, | never slack off or take 
a week to do nothing because my gratitude to the 
gaming community for giving me an audience 
never wavers. You just pointed out that the number 
of subscribers on my channel has gone above 
200,000 — and | never forget that those 200,000 
"subscribers" are real people who are excited and 
supportive of what I’m doing. | could never take 
that for granted by slowing down. 


What does the future hold for you, into 2018 and 
beyond? Is Boundary Break your sole focus for 
the foreseeable future, or do you have other 
projects in the works as well? 

Well I’m really hoping more Wii U games become 
much easier to cover in 2018. Big titles like Breath 
of the Wild will be here in 2017. (That’s not a 
promise - just a strong commitment). But I'd like to 
cover amazing games like Pikmin 3 without tons of 


YouTube.com/PencakeAndWuffle 


issues. 

As for future projects, I’m in the middle of one 
right now! I have a side channel called "Game Club 
Podcast" where | dedicate a full hour of discussion 
to one game title a week with fellow YouTubers 
Beta64 and A+Start (creator of Son of a Glitch). | 
felt this was an important step, because informa- 
tion-based YouTubers often have a hard time con- 
necting with fans on the same level that someone 
like ProJared or The Completionist does. So if 
you're an established Boundary Break fan reading 
this interview, check out Game Club! I'm allowed to 
spread my wings and be myself on there. 


Finally, when you surpass 100,000,000 subscrib- 
ers within the next two months, will you use your 
newfound fame and power to convince Nintendo 
to resurrect StarTropics? 
First off, | would love to get Nintendo's attention in 
a positive way and meet Reggie, Mr. Miyamoto, Mr. 
Sakurai and Bill. And if | ever do, | will absolutely 
be campaigning to get Genyo Takeda out of retire- 
ment to get a StarTropics remake in the works! Too 
many people don’t even know it’s a Nintendo fran- 
chise! Like . . . I'm not even sure Sakurai even 
knows they own it! But no matter who you аге... if 
you're reading this . .. GO. PLAY. STARTROPICS. 
Quick shout-out to Nintendo for being such an 
amazing company. No matter how old | get, you will 
always be my favorite! ме 


Patreon.com/BoundaryBreak 
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BEFORE THE BEGINNING 


Metroid: Rogue Dawn tells an untold tale. 


ON THE EVE of Samus Returns’ arrival, we 
pay our respects to last year’s AM2R, the 
stellar fan work that arguably exceeded the 
level of quality found in Nintendo’s own titles. 
Of course, Metroid II isn't the only game іп 
the series to have been bedazzled by the fan 
community in recent memory. Metroid: 
Rogue Dawn - released back in January by 
the trio of Grimlock, Optomon and snarfblam 
— is a total conversion ROM hack of the 
original NES Metroid. But rather than serve 
as aremixed adventure, Rogue Dawn instead 
weaves a tale of how the Space Pirates got 
their hands on the Metroids in the first place. 

In this prequel, you play as Dawn Aran, an 
orphaned child brainwashed and raised by 
Ridley to serve the Space Pirates — her direct 
relationship to Samus is never explicitly 
stated, though I assume the Aran surname 
was kept solely to justify why her playstyle 
resembles her armored counterpart's. Rather 
than navigate Zebes, you explore a very blue- 
tinted SR388 in search of a downed Galactic 
Federation vessel in order to steal their 
Metroid specimen (as told in the original 
Metroid’s backstory). Things naturally go 
awry, leading to a more complicated quest 
for the deadly life form, filled with powerful 
new enemies and an overhauled soundtrack. 

The blocky platforms and right angles of 
the past are gone, replaced by more natural, 
uneven surfaces. Unfortunately, in their 
effort to craft a more realistic environment, 
the team swapped out the classic bright color 
palette in favor of muted landscapes - color 
is typically only used to outline the otherwise 
pitch black terrain, thus removing a lot of the 
punch that entering a new area in other 
Metroid games usually delivers. And when 
you do stumble into a region that’s more 
generous with its hues, the high level of 
detail sometimes works against itself, leading 
to situations in which you can’t tell whether 
an image is a background element, a floating 
foothold or a poisonous plant. 

As already mentioned, Dawn plays identi- 
cally to Samus, save that she already has the 
Morph Ball equipped from the get-go. The big 
changes instead are the various quality-of-life 
improvements over the NES classic. In the 
corner of the screen is a mini-map; pausing 
the game brings up an even larger world map 
that can be freely scrolled. Also scattered 
throughout are recharge stations, eliminating 
the need to farm for Energy Capsules and 
Missiles. You can even save the game at any 


time by pressing Select, A and B while 
paused. In actuality, though, this takes you to 
the Game Over screen, meaning you'll 
continue from the zone entrance rather than 
your current location — an unfortunate 
carry-over from the original game that I 
assume couldn't be fixed for technical 
reasons. 

These simple tweaks go far to make Rogue 
Dawn a more balanced experience than its 
source software. That's all well and good, 
since the game is otherwise just as confusing. 
Backtracking is as necessary as ever, as is 
blasting every wall and secluded corner in 
search of a path that will allow you to 
continue. Sure, such traits are a hallmark of 
he franchise, but subsequent installments 
took greater care to telegraph false walls and 
hidden hallways. Rogue Dawn takes explora- 
tion all the way back to NES levels — to the 
joy of anyone itching for a more mind- 
bending expedition, yet to the despair of 
anyone who prefers their open-ended plat- 
formers to be a bit more laid-back. 

On the upside, the freedom awarded by 
this approach can result in myriad alternate 
routes through the planet. Having trouble 
with a particularly tough section? Try a bit 
more spelunking — maybe you'll find a cache 
of Missile Expansions or even the Wave Beam! 
In my run, I stumbled upon the mechanical 
boss of the downed Galactic Federation ship 
early in my quest, but was ill-equipped to 
beat it. It took roughly a dozen attempts and 
exploiting the temporary invincibility granted 
by Morph Ball Bomb explosions before I could 
move on. It was some time afterward when I 
learned | could have postponed that fight 
until much later! Oh well! 

For all its weird hangups and curious aes- 
thetic choices, Metroid: Rogue Dawn is an 
entertaining return to Metroid's enigmatic 
origins — in more ways than one. The amount 
of enjoyment you glean out of it depends on 
how deeply you're willing to dig into its alien 
soil. Grab the patch file and plot your own 
course! - TONY 


COMMUNITY 


THE Wor p's BIGGEST METROID FAN 


John Grabetz owns more Samus merch than anyone else on Earth! 


JOHN GRABETZ HAS been collect- 
ing Metroid memorabilia for 15 years 
and has spent close to $10,000 on 
his collection by using various online 
communities, eBay and foreign 
auctions. We asked him a few ques- 
tions about collecting Metroid! 


NF: Are you surprised or under- 
whelmed about how much Metroid 
stuff is out there? 

To be honest, a little bit of 
both. I'm always surprised to see 
how much Metroid merch is out 
there. Since Metroid is not a very 


well known or popular series, coming 
across that odd piece or rare item is 
very exciting. 

As for being underwhelmed, I 
would rather like Metroid to have a 
lot more merchandise out there that 
is easily accessible to everyone, like 
Mario or Zelda — but then again, as it 
is now, owning these items allows 
me to be part of a unique group. 


What's the hardest part about 
being a Metroid collector? 

The hunt. | need to check around 
almost daily. 


The other thing is cost. If | don't 
have money set aside for these 
things, then I might miss out. 

Lastly, because it's Metroid, most 
sellers tend to raise their prices, 
which is sometimes very frustrating. 


What is your rarest piece? 

| have so many, I can't simply choose 
just one! I have an autograph from 
Hip Tanaka, which I’m always so very 
grateful to have acquired. A Metroid 
Prime Trilogy case autographed by 
Retro Studios staff. A Super Metroid 
store standee, which is a sought- 


after piece by a lot of Metroid collec- 
tors. A Metroid Prime Hunters 
crystal that only employees who 
worked on the game were awarded, 
and a launch coin for the DS from 
the Nintendo store in New York! 


How about your favorite piece? 

It would have to be the Super 
Metroid medallion, which took me 
well over 10 years to find. | consider 
it my "holy grail." 


Any tips for people wanting to 
collect Metroid? 

This is not a hobby for everyone, and 
you must have discipline! Don't 
expect to find things right away. You 
need a lot of patience if you want to 
find that rare item. I’ve spent hours 
just searching on Google or eBay, 
and in the end it usually pays off! 


Te John abet, l 


the world’s bi jget 
Meted. fan. 
thank you for all ove Support, 


E Hie Tanaka 
BP Lm 
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NEXT ISSUE 


Throw open your closet, grab your finest outfit, take it down to the dry cleaners and get 
yourself all spiffy — because you've been invited to a wedding! The great King Bowser 
Koopa cordially requests your presence at his impending nuptials, as he's finally set to wed 
his beloved Princess Peach Toadstool after a long engagement of over 30 years (and 
several video game console generations). Oh, and you’re welcome to bring a +1, but just 
not any wedding-crashing plumbers! 

We have a feeling that the grand event Bowser's got planned isn't exactly going to go off 
without a hitch, but we can't wait to see just how Mario goes about ruining his big day in 
the all-new Super Mario Odyssey! Our milestone 30th issue of NF Magazine will be a 
grand celebration of Mario's incredible return to full-3D platforming action, as we'll finally 
be able to tie together the globetrotting, costume-swapping, sentient hat-tossing and, of 
course, wedding-related antics that all somehow play into this new adventure. 

Well also have our reviews of Metroid: Samus Returns, the SNES Classic 
Edition, Mario + Rabbids Kingdom Battle and more! You won't want to © 
miss it — and no need to mail us an RSVP, either! 
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INCONTESTABLE PROOF 


YOU KNOW, ГУЕ encouraged you all several times now to give the original Metroid II: Return of Samus a try, 
playing it in addition to the snazzy new remade version of its story found in the new Metroid: Samus Returns. In fact, 
I do a lot of encouraging in favor of old-school games here in the pages of NF! It's almost certainly because I'm 
getting older, but also because I honestly do continue to see the value in video games made 10, 20 or more than 30 
years ago. You have to see where games have been to appreciate where they are now, and where they're going next! 


But Metroid II? That one's a special case, as it just so happens that I have indisputable video evidence in support 
of my claims about playing it back in the day! While working to convert some old home movies to a digital format 
and preserve them for the future, my younger brother Dan stumbled across a brief bit of footage he shot on a cam- 
corder on March 10, 1995. In it, Dan turns the corner into the basement room of our parents' house where we had 
our Nintendo systems set up on a small TV and discovers me hard at work, ridding SR388 of all its Metroids. 


When I say the clip's brief, | mean it — only about 20 seconds. But in that time I just happened to be entering the 
chamber where Samus claims the Space Jump power-up, so that's pretty nifty. Even more interesting is what the 
grainy, low-res video reveals around me as | played, sitting slouched down on a bean bag chair. You can see an issue 
of Nintendo Power open on the floor next to me (of course). A small collection of Game Boy games sit at the ready 
on the desk nearby (that case was ultimately totally filled, but it seems like | only had a few games at this point). 
And since I'm playing Metroid Il on a TV in 1995 and using an SNES controller, you know that it's the Super Game Boy 
peripheral facilitating the action — apparently | was a fan of the screen border that made it look like the game was 
being played in a swanky old movie theater. 


Silly and short as it is, | value this little snippet of video footage greatly. Even just a glimpse of my 13-year-old self 
playing and enjoying a game that I’m still talking about to this day is gold to me. We don't have a lot of videos of our- 
selves as kids, as it was just harder to record back then. But technology today has progressed to the point where 
nearly everyone has an HD video-recording device in their pocket at all times! And | encourage you to use it. Take 
videos of your kids. And yourself! Record the usual big moments like vacations and birthday parties, sure, but also 
take the time to capture memories of the mundane moments in your life. Take long videos of days when you're 
doing absolutely nothing interesting and just hanging around your house — decades from now, you'll thank your 
younger self for preserving images of what your life was like and what you were doing way back when. 


You might have seen a livestream recording of my two sons and I playing Animal Crossing: amiibo Festival on the 
NF YouTube channel recently. Why? Not because it's a good game, and certainly not because it was something to get 
a lot of views or likes. But I livestreamed over an hour of playing that silly game with my boys on camera with me 
because now, years down the road, ІЛІ have over an hour of footage reminding me what it was like to play games 
with them when they were young! | know I'll treasure it. 


And the Metroid II footage from 1995? Well, lII put that on our YouTube channel too, so you can witness my 
younger self skillfully picking up that Space Jump power-up. I'm really good! — LUCAS 
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